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The Avalon Hill Philosophy - Part 4 



COVER STORY: 



Plane are underway to celebrate 
Avalon Hill's 10th anniversary with a 
gigantic national advertising campaign. 
Many AH fanatics have literally grown 
up with Avalon Hill, from an inauspi- 
cious beginning of a 1-story garage in 
1958 to a 5- story brick edifice inl9fc7.(of 
course we still only occupy ] story) 

While growth in these nine years 
can be attributed to printed advertise- 
ments, by far the most persuasive and 
enthusiastic advertising has come from 
the game players themselves, meaning 
- you all. We have, often asked our- 
selves, "what do the game fanatics say 
to the uninitiated. . .what words do they 
use to convince them of the merits of 
adult gaming?" 

Do-It-Yourself 

For the first time - ever - Avalon 
Hill is giving you the opportunity to 
write their ads for them. All you have 
to do is to prepare layouts showing 
where the copy and photos or drawings, 
if any, should appear. The copy, it- 
self, should be typed on a separate 
sheet and keyed to fit the ad layout. 

The copy you write should be excit- 
ing - the way you think an ad should 
Idok-and unusual enough to capture the 
reader's imaginative fancy. 

Gift Certificates for Best Ads 

Subscribers who submit the best ads 
will receive gifL certificates ranging 
from $5. 00 on up. Layout sizes should 
follow: a) Z 1/4" x 5"; b) 4 5/8" x 5"; 
c) 4 5/8" x 10". Preferably, each 
separate ad should center on one game 
only of the line. Deadline for receiving 
material is August 31, 1967. Now you 
can show Messera P. ,- M. , and S. that 
you could run a successful advertising 
campaign if given the chance. 



In Philosophy - Part 4, we shall 
attempt to better understand the "nature 
of the wargame beast." For those of 
you who will be working up your own ad 
campaign for us (cover story), the fol- 
lowing info may be extremely helpful. 
To others the comments below, as ex- 
pressed by game fanatics themselves, 
will certainly provide an insight into 
the motivational aspects of the typical 
wargamer. Much about the average 
game player was learned from the over- 
whelming number of responses to our 
March-April questionnaire which asked 
for reader-comments onpersonal ques- 
tions. . .the most introspective of which 
follow: 

Question : How did you first become 
interested in Avalon Hill? 

Answers: "...a 1958 ad in Model 
Railroader". .. happened to notice Tac- 
tics II and never having heard of Tac tics 
I became intrigued, bought the game and 
have been hooked on kricgspieling ever 
since". ■ . "looking for a game competi- 
tive and challenging as chess with 
enough realism to make historic con- 
flict more interesting". . . 

Question : What do battle games 
mean to you? 

Answers: "A chance to exercise the 
mind, relax and completely forget all 
uther subjects", , . "they capture my at- 
tention to such a degree that I become 
revitalized and able to forgetthe mental 
burden of carrying a probation case load 
in excess of 400". . . "I am sure if par- 
ents would encourage mote games of 
this calibre to be played by their teen- 
agers we wouldn't have to worry much 
about delinquency". . . "I enjoy second- 
guessing the great captains, a form of 
pure escapism"., ."they provide actuai 
insight into why one side actually won 
or lost". . . "a free run of my imagina- 
tion". .."a view of a battle that is not 
clouded by an author's bias". . , "because 
I'm a history nut". 

Question: Whatimprovements do you 
feel are necessary design-wise? 

Answers : "more in the area of logis- 
tics", , . "more durable from a manu- 
facturing standpoint". ,." simple and 
exciting". . . "the more complex the bet* 
ter I enjoy them". ,. "start advertising" 
"add multiplayer rules". . . "either larg- 
er troop counters or provide a magnify- 
ing glass". ■ . "quicker set-up time", . , 
need an element of surprise, a more 
equitable hidden movement feature". . . 
"greater historical accuracy". .. "more 
efficient handling of conditions of vic- 
tory when games are un-balanced". . . 
"a wider range of optional rules'... 
"more graphic explanations of rules, 
need additional diagrams and exam- 
ples". . . 



Question: What convinces you to ob- 
tain a certain battle game over another ? 

Answers : "The historical situation" 
. . . "action, fast movement". . . "his- 
torical accuracy in combination with 
number of variables". ,. "friends re- 
commendation"., ,"1 must have them 
all, your stuff is worse than narcotics" 
. . . "the title - I like to identify with the 
game I play". . . "the appeal of the battle 
to me as an individual". . . "like Bridge, 
no two contests within any one game 
are alike". .. "involvement, like when I 
looked forward to the speling bees," 

In a nutshell we can summarise the 
whole bit by stating that AH provides 
a "Walter Mttty" approach to life - 
where one can duplicate events of real 
life vicariously - and as one army offi- 
cer recently added - without the cor- 
responding responsibility of human 
lives. 



International Federation 
of Wargaming Convention 

The International Federation of War- 
gamings convention will be held on July 
15th atGeneral Wayne Junior High School 
Malvern, Pennsylvania. The convention 
will open at 9:00 AM-Admission $.50. 
L,unch will cost $1.00 and the Dinner at 
a very good local restaurant will cost 
$4, 00. 

All clubs are invited to send a repre- 
sentative to the convention. Some very 
important resolutions will be drafted at 
the convention which, we hope, will 
change wargaming for the better. 

If possible, we would like the war- 
gamers coming from long distances to 
stay at a local motel. If this is impos- 
sible rooms will be provided. The motel 
rooms run from $6. 00 to $28 for one 
night. 

Films will be shown on the Korean 
War in the afternoon. Displays will be 
set up by many clubs. Distributors of 
AH games, miniatures, and invented 
games will have their products on sale. 
Two Jutland games will be given away 
and an award will be presented to the 
club with the most members in atten- 
dance. A prize will also be given to the 
wargamer that has come the furthest to 
be at the convention. 



A map ie available upon request, 
directions will also be provided. Please 
send money and any questions to William 
Speer-103 Spring Road, Malvern, Pa. 
19355, 



PACE 3 

A True AH Club??? 

by Greg Koerper 

The Empire of Avaton, 81 members 
strong last February, has floundered 
because of over -centralization and lack 
of printing facilities, but not because of 
lack of enthusiasm. After a period of 
uncertainty, it is about to arise from 
Us ashes and start anew. What it be- 
comes depends upon you. 

Clubs such as Spectre, Dusk, and 
many others have only the destruction 
of each other in mind and offer the 
PEM fan little opportunity to play as he 
wishes. The era of these clubs is com- 
ing to an end. The trend now is towards 
an organization that plays within itself, 
offering its members chances to meet 
new opponents and prove their worth as 
individual players, or as part of a team; 
to play seriously or for fun. 

In September of 1966, Marshall A. 
Massey initiated the Empire of Avalon, 
an association in which members gained 
"vassals" by defeating opponents in 
wargarmng contests. If a member con- 
tinued to reign victorious, he soon es- 
tablished a large state of viscounts, 
barons, and knights with ranks being 
determined by the type and number of 
vassals controlled. However, Sir Mas- 
sey alone could not govern these matters 
due to the tremendous growth of the 
Empire, the establishment of a news- 
letter, monthly Peerages (lists of mem- 
bers and their ranks), and great amounts 
of correspondence. The Empire crum- 
bled; and yet its collapse was not the 
fault of Massey or the members, but 
rather that of the generalorganiaational 
set-up. 

And so the time has come for reor- 
ganizing the Empire. We believe that 
the Empire is the strongest base for 
the ideal wargaining society mentioned 
above, a truly universal club for AH 
enthusiasts. However, we don't want 
to repeat Marshall Massey's mistake. 
The administrative duties from the start 
must be well divided among the mem- 
bers, so as not to overburden anyone, 
and so the loss of one person will have 
no serious effect. There are five of us 
in Chagrin willing to work, but it will 
take many more. Some of the jobs that 
will have to be done by volunteers are 
membership registration, publication 
of the newsletter and many other items; 

writing articles, treasurer, recording 
of game results, and anything else you 
might think of. We are not asking for a 
lot from you, but a little effort to make 
this idea workable. 

If the reaction is as great as it was 
to Massey's original article, we will 
be well on our way to creating the ideal 
type of club set forth earlier in this 
article. If you are in the least inter- 
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ested in participating, please answer 
the following questions and indicate 
which division of play you would like to 
enter. This does not obligate you to 
remain in the program, nor does par- 
ticipation require you to help run it in 
any way. Your involvement may be as 
deep or as shallow as you wish. 

1. About how much would you con- 
sider contributing to operating costs a 
year? $1? $3?" $5? $10? 

Z. Would you be willing to pay dues? 
Pay a little extra for a quality periodi- 
cal rather than a mimeographed sheet? 

3. Please indicate ways in which 
you would like to help. Who else that 
you know would be interested in joining? 

Divisions of Play 



National 



I. SERIOUS 



A. For point ratings. 

B. For rank in the Peerage (as was 
previously done in the Empire). 

C. Team play (four or more living 
reasonably close together). 

II. FUN 

A. Try out new ideas. 

B. Tolkien-oriented. 

C. Bet-settHng or honor-defending 

Local 

Responsibility of local members 

AH replies and reactions to: 

Greg Koerper, Holbrook Rd. , Chagrin 
Falls, Ohio 44022 

or 
Richard Mercer, 115 Mapleridge Road, 
Chagrin Falls, Ohio 44022. 



Where Are We Going? 

by Dana Lombardy 

I am appalled by the actions taken by 
AvaLon Hill wargaming clubs. No ap- 
parent organized actions seem to be 
undertaken by any, and all appear con- 
tent to have it "every man for himself." 
This is further emphasised by the fact 
that suggestions to alleviate the situa- 
tion, published in the General, are 
completely ignored. And because things 
have progressed to this point, it's time 
for extreme actions to be taken to cor- 
rect this situation. 

Many of the clubs themselves are 
not really organized and consist only 
of individuals in several states using 
the same name for their club. And it 
seems at times, from advertisements 
that appear, that some of these clubs 
do not even know what is happening 



within their own state. For example, 
in the January-February issue, a club 
gave out a general challenge completely 
oblivious to another club's claimtohave 
subdued them. This sort of thing must 
stop, and it requires an agreement be- 
tween all of the clubs concerned. 

I would also like to point out incon- 
sistencies in territorial claims. It 
appears as if it's open season on states 
in which there are no clubs or Avalnn 
Hill game players who subscribe to the 
General. At least one club has given 
itself away as to why it's the "largest. " 
It claims, as captured territory, any- 
thing that does not accept its challenges. 
That may be all right for those states 
where there are other clubs, but if I 
were to challenge the universe, and 
obviously not receive an answer. I 
could claim it as my territory. There- 
by, using the idea accepted by this cluh, 
becoming the new "largest" war-gaming 
club. This is not only unfair, it's ridic- 
ulous. Do you want to continue with the 
unorganised conditions you now have, 
never knowing what is happening that 
concerns you? Or, would you rather 
have an agreement with the other clubs 
stating your autonomy, and at the same 
time providing for every club's right to 
legal claims of victory and defeat? I 
find the choice simple. Only clubs 
which may profit from the now existing 
confusion will refuse such an agreement. 
However, I know that the majority 
wants to do something about it, but at 
present been unable to decide what 
Therefore, all clubs interested in the 
future of war-gaming contact me stat- 
ing simply whether you agree or dis- 
agree with the suggestion for a pact to 
be formed by all of the clubs. 

This pact would create basic terms 
for victory, defeat, and territorial 
claims. !t would act as an authority 
for the settlement of disputes. It would 
also control new clubs, challenging 
everyone and flaunting their "superior- 
ity," so that the situation does not get 
out of hand again. 

This is not an attempt to encroach 
upon the rights of an individual club, or 
to organize a monopoly of war -gaming 
clubs which dictate what must be done 
and how. It is, rather, an important 
suggestion to organize the now existing 
confusion. 

However, the problem of the situa- 
tion now demands the attention of every 
club. Therefore, I reiterate, please 
send me a letter or postcard stating 
if you agree or disagree with forming 
a pact. 

I have drafted a war-gaming pact 
and any club, or individual, that con- 
tacts me will receive full details on it. 
But, please contact me now. 

Write; Dana Lombardy, 954 Kitti- 
wake La., Chula Vista, Calif, 92011, 
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Johnson Survey #4 

by Jaied Johnson (who else 7} 

AH NOTE: Once again, Jared Johnson 
has gone to considerable time and ex- 
pense to extractvarious data we believe 
■to be of interest to all wargamers. 
Several surprises developed; notably 
thaf'Star Trek" received a. s many votes 
as the nExt three highestTV shows com- 
bined. Also significant is the fact that 
Bulge came out "far out in front. " Mr. 
Johnson also states that Chess was found 
to be the 11th most popular game and 
that Guadalcanal was voted "most real- 
istic. p1 The differences we found between 
our uwn registration card analysis and 
that of the following survey exists in the 
TV shows; As a group, the news pro- 
grams, Huntley Brinkley in particular, 
were most popular. "Get Smart", al- 
though on the wane at this moment, out- 
pulls "Star Trek. " Otherwise, Johnson's 
sampling constitutes as accurate a por- 
trayal of the AH picture as one can get 
from a limited survey of this nature. 

FIVE FAVORITE TV PROGRAMS: 

1. Star Trek. 

2. The Avengers. 

3. The Invaders. 

4. Combat, 

5. Time Tunnel. 



FAVORITE CARD GAME; 

1. Bridge: 22% 

2. Poker: 20% 

3. Rummy: 15% 



TEN FAVORITE GAMES IN ORDER: 



1. 


Battle of the Bulge 


2. 


Blitzkrieg. 


3. 


Stalingrad. 


4. 


Waterloo. 


5. 


Afrika Korps. 


6. 


D-Day. 


7. 


Midway, 


8. 


Guadalcanal. 


9. 


Diplomacy. 



10. Tactics II. 



PREFERRED OPPONENT: 



1. Equal; 

2. Superior: 

3. Inferior: 



64% 

30% 

6% 



TRUE AND FALSE QUESTIONS: 

Some people did not answer questions 
4, 7, and S, The percentages given 
are just for true or false answers, ex- 
cluding "no comments. " 



1. I prefer multi-player war games 
(meaning more than two sides, not team 
f;ames) to two --player games . . . ., . 

False - 68%. 

2. Chess is not as interesting as 
most war games. ,.,.....,.,,...,,,.. 
True - 80%. 

3. I sometimes give a less experi- 
enced player a chance just to make the 

game more interesting 

True - 74%. 

4. Most of AH's non-war games are 

just as good as their war games 

False - 73%. 

5. 1 dislike articles in the General 
suggesting changes in the original rules . 
False - 59%. 

6. I often try out the variant versions 
of AH games suggested in the General . 
False - 66%. 

7. Sometime s I try out the variant 
versions of AH games suggested in the 

Genera) 

True - 7 9%. 

8- As far as I am concerned play- 
ability come s before historical accuracy. 
False - 60%. 

9. A lot of AH's rules are vague and 

ambiguous 

True - 64%. 

10. I subscribe to Strategy and Tac- 
tics. True - 637c. 

11. I belong to a PBM organization . 
True - 73%. 

12. I would rather have someone 
explain the rules to a new game to me 
first and read the rules later, than read 

the rules first 

False - 89%. 

13. The General should go monthly.. 
True - 83%. 

1. The game best suited to play-by- 
mail is: i. Afrika Korps - 46%. 

2. Stalingrad - 25%. 

2. 1. Guadalcanal - 30%. 2. BKt,-.- 
krieg - 21%: is Avalon Hill's most real- 
istic game. 

3. The rules to: (1. Blitzkrieg - 33%. 
2. Bulge - 18%) are the mostvagueand 
ambiguous of AH's rules. 

Median age of AH wargamers: 17. 
Median number of AH games owned: 12. 

Best Movies in Past Year' 



1. Doctor Zhivago. 

2. Battle of the Bulge. 

3. The Blue Max. 



Multi- Player Blitzkrieg 



By Eric R. Shimer 

Ever since AH came up with the use 
of minor-country armies for BLITZ- 
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KRIEG, this new dimension in the game 
has not been fully exploited. Rather 
than having these m/c forces becoming 
addenda to the Red/ Blue armies, why 
not institute commanders-in-chief for 
each country, and create a seven -handed 
game ? 

There are 2 main difficulties with this 
plan: Where do you get 7 players or 
staffs? How do you coordinate 7 move- 
ment turns? First, as the title suggests, 
these ideas are aimed at the larger war- 
gaming clubs. Second, either use the 
simultaneous -movement rules of Mr. 
Frederick R. Guest in the May-June 
1967 General, or use the following sys- 
tem: 

1. Position troops prior to turn #1. 

2. , Players cut cards to find out 
their order of movement, unless they 
pre-arrange the order by mutual agree- 
ment. 

3. Country #1 moves first, along 
with any allied troops that enter the 
fight at this stage. In case of dual con- 
trol, the allies agree on soak-off oper- 
ations, etc . , ot appoint an allied com- 
mander. Resolve combat. 

4. Repeat step 3 for countries #2-7, 
This completes turn#l. 

5. Repeat steps 3 and 4 for each 
succeeding turn. 

Note: Except for after-the-battle 
movement, each unit may only move 
once per turn. Each country gets to 
move during the turn. 

This system permits the making or 
breaking of alliances throughout the 
game, in the manner of Diplomacy . 

Here are some suggestions for con- 
ditions of victory. 

1. Total domination, which requires 
an increase in the supply and manpower 
capacity of m/c's. Otherwise they 
would be eliminated in two or three 
turns, 

2. Conquer as many city squares as 
you have in your homeland, while con- 
trolling all home cities, 

3. Make peace treaties with willing 
enemies. To save arguments, the play- 
ers determine the inviolability of such 
treaties before the game. 

A word of caution: play only with 
even-minded people whom you can stab 
in the back, without losing them as 
friends. As in politics and foreign re- 
lations, do unto others as they would do 
unto you, but do it first. 

Hidding U.S. Strength 

by Steve Tor kelson 

When playing the standard game of 
Guadalcanal, the Japanese player is al- 
ways aware of the exact strength of the 
U. S. troops on the island. In the actual 
battle, this was not the case. During 
the whole campaign, especially during 
the beginning, the Japanese strength 
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estimate of the U, S- iruups was pmir. 
Estimates were as Idw as 2, 000 crack 
troops when there was actually about 
8, 000 troops. I have tried to duplicate 
the Japanese limited intelligence with 
the following rules. 

1. U.S. troops in the jungle squares 
do not have to show their identification. 
The U. S. player must only inform the 
Jap player what square the units are 
positioned in. 

Z. Tf U. S, units in jungle squares 
are attacked, the U.S. player must in- 
form the Japanese player the identifica- 
tion of the unites} being attacked. After 
the Jap player has been informed, he 
{Jap) may bring up more units to sup- 
port the. attack. 

3. If an unidentified unit is just 
artillery bombarded, the U.S. player 
does not have to disclose the identifica- 
tion of the unit until the bombardment 
has ceased. 

4. Hidden Movement Rules (Optional- 
Tournament Game) 2, 10, last part of 
II, JZ, and 13, also apply to U.S. 
movement. Comments; Steve Torkelson. 
619 Leo Drive, Santa Rosa, California 
"5401. 

The Principles of War: 
Surprise 

by Capt. Mike Frankwicz 
edited by Myron Brundage 

Maxim 95: "War is composed of 
nothing but surprises. While a general 
should adhere to general principles, he 
should never lose the opportunity to 
profit by these surprises. It is the es- 
sence of genius. In war there is only 
one favorable moment. Genius seizes 
it. " Napoleon 

By surprise, you can achieve suc- 
cess out of proportion to the effort ex- 
pended. Surprise results from striking 
your opponent at a time, place, and in 
a manner for which he is not prepared. 
It is not essential that your opponent be 
taken unaware, but THAT HE BECOMES 
AWARE TOO LATE TO REACT EF- 
FECTIVELY . 

The German General, Waldemar Er- 
furth, who wrote a military classic 
SURPRISE between the world wars felt 
that the two major elements of surprise 
were secrecy and speed. 

Col. C. H. Lanzawrote that surprise 
might take the form of time, place, 
direction, force, tactics , or weapons . 
He felt secrecy, rapidity and prepara- 
tion were the main factors. 

If you wish to surprise your opponent 
you should know what he intends to do 
and how he is likely to do it. He un- 
doubtedly will have in mind some things 
he would like to see you do. Napoleon 
said, "Never do what the enemy wished 



you to do, " His basic Maxims were; 
move rapidly; unite your forces and 
strike immediately. He maneuvered 
with a view toward inducing his enemies 
to divide forces so that he could fall 
upon and defeat the frac tions successive- 

From this and from the arguments 
Erfurth proposes in his book, it can be 
seen that surprise is nothing but an ap- 
plication of Economy of Force. It is 
certainly more economical to strike 
when your opponent is not prepared for 
the blow than when he has taken all pre- 
cautions to ;iarry it. 

The American Army officer is trained 
to constantly strive for surprise, but 
never to expect that he will be able to 
surprise the enemy. Thus trained, he 
develops his plan so that he could 
achieve the objective without the ele- 
ment of surprise. To the extent that 
he would be able to gain some surprise, 
the objective comes that much easier. 

The present guerrilla struggle in 
Vietnam provides numerous examples 
of surprise, such as ambush; since 
this principle is one of prime import- 
ance as a weapon of guerrillas. I be- 
lieve one area where our side gained 
a great measure of surprise was in the 
firepower of American units when the 
enemy first encountered them in '65 
and '66. The Viet Cong had been use 
to engaging our Vietnamese units of 
the earlier war variety. Our companies 
and battalions of that time had very lit- 
tle more firepower than the enemy, 
with a few machine guns, virtually no 
indirect fire support or air support. It 
was a small arms "war, mostly. The 
American units came in with several 
times the firepower of their Vietnamese 
counterparts. One U. S. rifle company 
had 18 grenade launchers, 3-8 lmm 
mortars, £-106mm recoiless rifles, 
18 automatic rifles, 6 machine guns 
and no telling how many flame throwers 
and what else. A South Vietnamese 
battalion might be able to getinto action 
with 6 machine guns, 18 auto rifles and 
3-60mm mortars. 

When the Cong made their first at- 
tacks against U, S. units, they appeared 
to have prepared themselves in terms 
of engaging comparable sized Viet units. 
In addition to the vast differences Df 
firepower the American units could 
usually call on battalions of artillery, 
and numerous air sorties, and some- 
times armor support. The enemy was 
thoroughly and unpleasantly surprised 
on repeated occasions in these early 
encounters with this kind of American 
firepower. 

In Avalon Hill games Surprise is 
sometimes difficult to obtain because 
the situation is there for both adver- 
saries to see on the gameboard. Never- 
theless surprise can be obtained in sev- 
eral ways. 



If your opponent fails to take into 
account the (A) Time-Distance Factor 
discussed in previous articles, so that 
he is unable to react on a timely basis 
to what you have in mind, it is evidence 
that you can surprise him. This is one 
of the most common ways in AH games 
to achieve surprise. {B) Circumstances 
may change in the game and you may 
see it before your opponent. This may 
give you an opportunity for more pre- 
paration for surprise. (C) Secrecy, 
considered one of the major elements of 
surprise, often looks very difficult to 
achieve on an AH gameboard where so 
much is laid out for both you and your 
opponent to see. Ah, but is it really 
that hard to come by? Secrecy on the 
gameboard can be achieved by decep- 
tion or confusion. Pump your opponent 
full of bad information one way or an- 
other. We showed in the Mobile De- 
fense of a previous issue how you can 
withdraw from your opponent to draw 
him into his destruction by over exten- 
sion of his forces. In a recent GUAD- 
ALCANAL game, the Jap didn't bring 
a unit on until 11 Sept. All he did was 
flee into the jungle. The U. S. player 
became rather drawn out trying to hold 
what he had and still pursue. The Jap 
acted panic stricken aboutgetting away, 
cursed the imbalance of the game, 
cursed Avalon Hill, threatened to sur- 
render and give up the ridiculous situ- 
ation. The idea was to spread out the 
U, S. player so that the Jap could bring 
on his boys "unite and strike quickly." 

It was working until about 4 Sept, 
when the U. S. guy said, "Hey, wait a 
minute here; lemme see your Order of 
Appearance Table!" After one look he 
beat it back into an enclave around 
Henderson field. 

On 11 Sept. the Jap brought on a 
sizeable force in the vicinity of Matani- 
kau, but held back a good reserve, 
slyly moving the OA Table as far out of 
sight as was honorable. At the same 
time he began rolling his eyeballs, 
ohhing and ahhing, and making various 
oriental noises. He made a definite 
point of landing all units and moving 
them several squares towards Hender- 
son muttering "Banzai", The U.S. guy 
rocked back in his chair, impressed by 
this sudden exhibition and thought the 
Jap was shooting his bolt. When his 
turn came, he started moving units out 
of his enclave to prevent a Jap crossing 
of the MatanikauRiver, The Jap watched 
silently, and when the U, S. guy opened 
himself up for an envelopment by mov- 
ing too many of his units forward the 
Jap began to look glum and disappointed, 
not saying a word. The U. S, guy pre- 
tended not to notice, but he missed his 
own weak flank and that was the end. 
Lesson: Keep your eye on the game- 
board but try to get your opponent to 
watch you if you want to throw him off. 
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Confusion in your opponent's mind 
can give you the opportunity to surprise 
him. To be mercenary about it; if he 
is not so used to handling so many 
pieces and considering so many factors 
as one must iti AH games, or if he gets 
confused on the rules, well, war is 
hell (e. g. ever get clipped an that Auto- 
matic Victory rule?). 

There are some game rules that aid 
you in achieving Surprise, The hidden 
corps rule in Tactics II is a good one. 
I will never forget about 8 or 9 years 
ago I was playing a fellow officer a 
rouser of a Tactics II game before an 
interested gallery of our friends. I 
was Red and was drawing him back to- 
ward the island for the kill where I had 
a hidden corps. He thought he had me 
in a Dunkirk. I was one move fTom un- 
leashing the big punch. All the guys 
were buzzing, it looked like I had It, 
when bump, my knee hit the table and 
the whole works fell on the floor. Bed- 
lam hroke loose; such weeping and 
gnashing of the teeth you never did see. 
He was fit to be tied, and when things 
got coherent I found out that the rest of 
them thought I did it to avoid defeat. I 
was nearly thrown out of my own quart- 
ers until 1 could prove it. That should 
have been it then and there, hut then 
they came out with D-Day 

In GUADALCANAL the optional Hid- 
den Movement Rule can certainly be 
used to achieve surprise. 

Another area where surprise can be 
achieved are the various weather rules, 
which can change time-distance in a 
matter of moves. Don't get caught on 
these yourself. Watch your opponent 
on these. Sometimes it is obvious that 
he has failed to take weather rules into 
consideration. Exploit that. 

Order of Appearance and Reinforce- 
ment Rules and the time and place these 
units are brought on can achieve sur- 
prise. BLITZKRIEG offers a combina- 
tion of rules well suited to surprise. 
For example, you can save your rein- 
forcements and bring them on any friend- 
ly city any time from the turn they are 
scheduled. On one occasion, Big Red 
deliberately let all reinforcements sit 
on the Order of Appearance Card sev- 
eral moves past their time. He also 
gave away to Great Blues advancing 
forces, the terrain he would have need- 
ed to supply them. Great Blue thought 
he had Big Red in a position where Red 
wouldn't bring on his units except as 
piecemeal replacements. Blue con- 
centrated his strength forward to pin 
Red in from getting any supply capa- 
bility. He also concentrated on secur- 
ing his homeland since Red did have a 
respectable force at sea, plus available 
airborne. Blue overextended himself 
while moving forward. Red saw his 
chance, completed a turning movement, 
cost Blue heavy losse s and gained enough 



supply capability in the nick of time to 
take care of the many units brought on. 

How do you cope with surprise if you 
are the one surprised? The best anti- 
dote for surprise is the preventive 
measure, Security, another principle 
of war- that we will cover in a subse- 
quent issue. But if you should be sur- 
prised, the first thing to do is to retain 
control over your own situation. That 
is paramount. Then attempt to deny the 
opponent his objective. See if he has 
caused himself any weak spots because 
of his activities. 

In closing, remember as Erfurth 
said, the greatest surprise for the en- 
emy is a lost battle, Myron Brundage, 
2437 Sunnyside, Chicago, 111. 

Son of 
General von Blunder 

by James J. Stein 

Immediately following the tragic ex- 
ecution of General Ludwig von Blunder, 
(Mar-April-pg. 6) the cianish Prussian 
High Command succeeded in winning the 
promotion of von Blunder's eldest son, 
Helmuth, to the cummand of the re- 
formed and reinforced First Panzer 
Army, Helmuth, a rabid Avalon Hill 
game player who lost with regularity to 
his late father, anxiously awaited opera- 
tional orders from Army Group HQ at 
Retrograd (an ominously portentous 
name) where theFuhrer's favorite Field 
Marshal, Walther Muddel, had recently 
taken over from the ailing von Blunder. 

Muddel, a Nazi General with bound- 
less energy, but a not so boundless 
strategic intellect, began issuing orders 
to all of his armies (including First Pan- 
zer) regarding the important new sum- 
mer offensive. The objectives far Lhis 
offensive were the encirclement and 
annihilation of the s trong Russian armies 
defending the key road and rail junction 
of Kharhop, under the command of the 
jolly but dull-witted lush, Marshal 
Rodion Rumdumsky. Rumdumsky saw 
to it that, of the 120,000 daily tons of 
supplies seiiL to his armies, 119,000 
tons were devoted to vodka. It was 
said at Stavka HQ (General Staff) that, 
while Rumdumsky 1 s troops might not be 
the most efficient, they were unques- 
tionably the happiest in the Russian 
Army. Morale was extremely "high". 

The Fuhrer had set a one month 
timetable for the completion of the 
Kharhop Offensive and the Fuhrer, not 
being the most patient psycho in history, 
became most irritated whenever his 
timetables went awry. At first every- 
thing went according to plan but, then, 
alas, the entire First Panzer Army ran 
afoul of the most feared Russian unit of 
the entire war--the deadly 7th Armored 
Corps (to those not acquainted wi th 
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Stalingrad, a 2-5-b). This fearsome 
unit, along with it's sinister sisters-- 
the 2nd and 15th Armored Corps- -had 
repeatedly and single-handedly held up 
German forces 20 times as strong for 
an entire month before finally yielding. 
These corps should have been no trouble 
for the Germans, as they were armed 
with the obsolete T-26 paper maclic 
tanks and had a complement of only 35 
men and 2 Russian wolfhounds (these 
latter were thought to be extremely fine 
officer material by Russian standards 
and had recently been given commis- 
sions). Try as it would, however, the 
hapless First Panzer Army was unable 
to even budge its miniscule opponent. 
Helpless Helmuth von Blunder, remem- 
bering his father's fate, now took to 
schnapps and soon was suffering from 
the Delerium Tremors, during which 
time he had halucinations of pink firing 
squads and purple Fuhrers. 

Meanwhile, back in Rastenburg, the 
Fuhrer spent long hours pouring over 
the maps of the Kharhop Campaign and 
each day his eyes came to the point on 
the map where the First Panzer Army 
was fighting. Each day, to his fury, 
the Fuhrer found it fighting in exactly 

the same place as it had been the day 
before. -Each day, predictably, there 
was a brand new, fist-sized hole in the 
table where the map lay. By the end of 
the month the table was kaputt; theFuh- 
rer's fist was kaputt; and, needless to 
say, Helmuth von Blunder was also ka- 
putt. 

As Frau Hilda von Blunder visits the 
twin graves of her husband Ludwig and 
her son Helmuth, she reads with sor- 
row the twin epitaphs on the twin grave- 
stones: "Avalon Hill games I dtdplay. 
I fought in real life the very same way. 
1 forgot what I learned in military 
schools and fought the war under Stal- 
ingrad rules R. I. P. " Hilda, with tears 
of regret in her eyes, silently vows to 
entreat Avalon Hill to create a realistic 
tournament version of Stalingrad, Com- 
ments tor James J. Stein, 311 W. 104th 
Place, Chicago, Illinois 606 28. 

COMING SOON: The Curse of Gen- 



eral von Blunder and The Son of General 
von Blunder Meets the Cla y People ! 
Just kidding about that. Thanks to all 
who wrote about The Pyrrhic Victory 
and the unexpectedly favorable response 
is what prompted another such travesty. 
In ze meantime, AH continues its test- 
ing and application of the Automatic 
Victory rule to Stalingrad. 



P.O.W. Tournament #4 



P. O. W. , that perenial tournament 
sponsorer is at it again. Their Fourth 
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Annual PBM tournament is scheduled 
to kick-off July 30, 1967, and this one 
appears to be thebiggestby far. P.O.W. 
has contracted with two wargaming 
clubs: III Army and Aggressor Home- 
land to co- sponsor their 4th tournament 
so as to provide a tremendous prize 
list. 

Play this year will be in the form of 
a singles division tournament. Each 
contestant will be represented in two 
divisions meaning that he will be play- 
ing two separate entries. In other words 
a gamer may win in the Eastern Division 
but he eliminated in the West. Jn this 
case he still continues play in the East 
compiling points until the contest ex- 
pires on July 1, 1968. It is possible 
one entree may win in both divisions, 
if this happens he will be awarded 
double prizes. There is a duplicate 
prize list for each division. All entries 
must own at least 3 A.H. land battle 
games and send P. O. W. #1 entree fee 
and a stamped, self-addressed envelope 
before contest time. 

Everybody wins. Just by entering 
everyone who sends us a stamped, self- 
adrlresaed envelope will receive free of 
charge Richard Gutenkunst's special 
play balance counters for Stalingrad. 
These are of excellent quality and pass- 
able for real AH counters. A listing of 
the duplicate prize lists follows; com- 
plete with their sponsors. 

1. Trophy P, O, W. 

2 . Free AH game P. O. W, 

3. Iwo Jima game Aggressor 

Homeland 

4. Panzerfauust subscription P.O.W. 

5. American Lg. BB counters ... 

Ill Army 

6. Bulge Correction Sets. . . Aggres- 

sor Homeland 

7. Stalingrad Airpower sets. . . Ag- 

gressor Homeland 

8. SFL Football games, . .Ill Army 
We suggest that you patronize these 

fine wargaming clubs which have made 
such a fine prize list possible. Winners 
names will be publicized in 3 gaming 
magazines besides the General. Enter 
now. Send your entries to P.O.W. HQ 
C/O Donald Greenwood, Box 280, RD #2, 
Sayre, Penna, 18840. 



Tournament Waterloo 

BY Peter Reese 

Anyone who has ever read about Na- 
poleonic warfare will note that it was 
almost invariably the committing of 
the fresh reserve against tired and die- 
organized troops that carried the field. 
Two battles like this are Waterloo and 
Ligny, Yet in the present Waterloo there 
is no advantage to holding back a reserve; 
on the contrary it is best to attack with 
everything a person has. Another thing 



is that units fighting four or five turns 
in a row are as strong as units who 
haven T t even fought yet. To remedy this 
I would like to suggest the following 
rules for a tournament game, 

1. Use Blitz. Attrition table. 

2. Reduce the strength of by 1/6 of 
its standing strength (original strength 
minus factors lost) for each consecu- 
tive move it is engaged. For each move 
it is not engaged it gains back 1/6 of its 
standing strength until it gets back to 
its standing strength. Only 15 factors 
standing strength may occupy 1 square 
no matter how weak a unit is because it 
has been engaged. A unit attacked at 
1-3 or worse is not considered engaged. 

3. A unit driven back in battle los- 
ses 1/3 of its strength instead of 1/6. 

4. A unit engaged during the last 
two moves has its cross- country and 
road movement cut in half. A unit that 
has been engaged as such may move its 
full allowance during a retreat; but it 
is considered routed and if an enemy 
unit come adjacent it is considered im- 
mediately destroyed. A routed unit 
takes two turns of rest before it can take 
the field at which point it is considered 
back up to standing strength. 
Optional Rules: 

1. If artillery is routed it loses 1/2 
its strength due to the fact it would have 
to abandon its guns, 

2. Make the following units un rout- 
able and when forced to retreat lose 
only 1/6 instead of 1/3 of their strength . 
French-Imp. Cd. inf., British-Cooke ' s 
Inf. (Gds. ), Prussian-Steinmetz's Inf. 
Example of the rules. Two 6-'4 units 
attack at 12-1 a 1-6. They advance 4 
spaces, lose no factors aad lose 1/6 
of their strength. They now have 12 
standing and 10 effective factors. They 
are attacked by 30 factors at 3-1. 
They are retreated, lose 2 factors and 
1/3 more of their standing strength. 
They now have 10 factors standing and 
having lost 1/2 of this have 5 factors 
effective. If they are restedfor 3 moves 
they will be back up to their full standing 
strength with 10 effective factors. 
TAG TICS -Always have a reserve of at 
least 15 fully effective infantry and 2 or 
3 calvary to cover a retreat, launch a 
final breakthrough or to follow up a re- 
treat and turn it into a route. Comments 
to Peter Reese, 5916 Sarah Ct. Charmi- 
chael, Calif. 95608, 



Midway - Unstereotyped 

by Mark Saviet 

Midway , like almost all of Avalon 
Hill's games, has the capability of be- 
coming more than just a stereotyped 
contest of good luck. It is to this end 
that this article is directed. 

In its present form (in case you 



hadn't noticed), the Imperial Japanese 
Navy all but can't lose. I propose sev- 
eral changes in an effort to increase 
play balance and realism. The only 
change in the present order of battle is 
the addition of a Japanese CL,: JINTSU, 
which enters at 0900 June 3. 

RULES 

The first change is in an effort to 
correct a problem pointed out by Peter 
Harlem in the March '66 General ; "Ta- 
mata with eight Viits still has a surface 
factor of 18, " His solution, however, 
was not compatible with air -sea com- 
bat. So instead, a system of propor 1 - 
tional reduction should be used. For 
example- CHIKUMA with no hits is a 
6-3. As it receives repeated hits, its 
firepower is reduced. With one hit it's 
a 4-2, with two hits a. 2-1, with three 
hits sunk. YAMATO with five hits be- 
comes a 9-5. For those ships which 
don't reduce evenly: 

a) a ship always retains a screening 
of at least one. 

b) the surface-to-screening ratio 
should be kept as close as possible to 
the' original ratio. 

c) reduction is in proportion to the 
total number of hits it can sustain. 

Attacks may, of course, be made in 
waves. A ship hit on the first wave is 
reduced, as has been stated, to a les- 
ser screening for the second wave. Af- 
teT the first wave and each succeeding 
wave, all ships may move one space on 
the battle board in any direction before 
the next wave. This allows for minor 
readjustments to protect those ships 
now vulnerable, and also permits com- 
pensation for a ship sunk in the first 
wave (which is removed as explained 
below). An unlimited number of wave 
attacks may be launched per turn. 

If a ship is sunk in the middle of a 
series of wave attacks, it is important 
to record how many hits were required 
to sink it. If three hite were required, 
and four or more (or a 5 — 1 automatic) 
were scored, than the ship is removed. 
If, however, it is sunk by exactly the 
number necessary, then it is not re- 
moved. It is turned over to indicate it 
is sinking and is no longer a target. It 
cannot, of course, screen, and all ships 
must still keep proper spacing from it. 

Screening values may be split and 
applied anywhere within two spaces, 
(i.e. the YAMATO can split up its ten 
screening and apply the different parts 
anyway desired). 

Aircraft may attack from three tor- 
pedo zones and one dive zone on each 
ship. Torpedo attacks may not be made 
from the stern. All ships must be fac- 
ing in the same direction. 

If a carrier has readied or readying 
planes on its deck, it sinks with one 
less hit. In addition, every dive-bomb- 
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er hit destroys two of the readied, or 
readying, squadrons (ship's choice of 
type). 

In surface combat, factors may be 
split in any manner (attack factors only). 
Battleships may not fire into adjacent 
spaces. At four square (battleship) 
range, the battleship's fire is halved 
(i.e. eight factors are worth four and 
eleven factors are worth five). 

PLAY PROCEDURE 

Both players write, in secret, wheth- 
er or not they are readying (be specific 
as to ships, types, and numbers). 

The Jap must state, before U. S. 
search, that ships (being specific) are 
on MIDWAY. 

Search procedure is the same, 

If a fleet is spotted, that person must 
state whether or not his plans are ready- 
ing or readied (can fly that turn). For 
example: "The CVL is readying and 
one CV is readied." It is not necessary 
to specify further. In stating the con- 
dition of the aircraft, readying overrides 
readied which overrides not readied. 
In other words: if a ship is readying 
any aircraft at all, the condition, as 
stated to the searcher, is "readying. " 
This is so whether or not the other air- 
craft are readied, If some aircraft are 
readied, and none are readying, then the 
condition is "readied," 

Operations for both sides are written 
every turn regardless of whether or not 
anyone was 3ighted, 

All air operations other than attack 
should also be written should your op- 
ponent question your claims. All oper- 
ations should be marked as to time and 
date: 

0900 JUNE 4: all ENTERPRISE and 
HORNET fighters escort all carrier 
aircraft to attack D-4g. YORKTOWN 
and MIDWAY fighters dd CAP over 
MIDWAY. Fly other MIDWAY aircraft 
to carriers. 

Any operations the enemy does not 
observe are not told to him. If you put 
up CAP expecting an attack, your op- 
ponent is not told unless he had air- 
craft or ships in the same x.one. 

When an attack arrives, the attacker 
must be told by name, which ships have 
readied or readying planes on deck. 

Ships may be kept off the board and 
brought on at a later hour than that at 
which they are listed, 

MISCELLANEOUS 

The American may launch B-17 at- 
tacks from MIDWAY to any spot on the 
board. B-I7s must be readied for three 
turns before they may fly. One ship in 
a discovered fleet is selected, and a 
die roll of five is three hits, a die roll 
of six is five hits. Fighters have no 
effect on B-17s, They may attack at 



night. Attack may be made before, af- 
ter, or between waves of an ordinary 
air strike. After MIDWAY is reduced 
to ten or lower, fueling requires five 
turns. An attack does not have to be 
made in the midst of a regular strike, 
and no more attacks may be made after 
MIDWAY is completely reduced. 

There are 8 PT boats at MIDWAY 
and 2 at KURE. They may all be based 
at either MIDWAY or KURE or any 
combination. Aside from loss in com- 
bat, they may be taken only by occupy- 
ing their bases while they are in them. 

PT boats must be readied for one 
turn like aircraft. The Jap has no way 
of knowing if they are or are not read- 
ied. This is also true of MIDWAY- 
based air. PT boats have a range of 
ten spaces (five out and five back). They 
may operate at night. Each boat is the 
equivalent of one torpedo-plane squad- 
ron, and they function (and are lost) the 
same with the following restrictions: 

A Jap ship (far PT) placement pur- 
pose s only) controls its adjacent squares 
except for those placed diagonally from 
it. PTs may move into a controlled 
square but must then stop. 

Thus they cannot penetrate the outer 
perimeter of a fleet. 

PTs do not participate in sea-to-sea 
battles. They may be used in conjunc- 
tion with a regular air attack. They 
are lost in the same manner U aircraft. 

The Jap must state his presence on 
KURE the same as if it were MIDWAY. 
Of course, for either island, he no 
longer must do so once he has taken it 
(in that case the American must state 
his presence). KURE is taken like 
MIDWAY. There is no softening up re- 
quired. It is worth two points to the 
Jap only if MIDWAY is not taken . Other- 
wise, its only value is in destroying the 
PTs. The flagship of the KURE landing 
force is JINTSU. It must remain on 
KURE for two turns. If it is sunk, 
KURE can only be taken by the ATAGO 
which, to do so, must: 

a) take KURE before MIDWAY (two 
turns) and if MIDWAY is also to be 
taken, 

b) remain on MIDWAY for five turns. 
JINTSU cannot take MIDWAY. 

If MIDWAY is taken, hut KURE isn't, 
it is worth two points to the American. 

BATTLE PROCEDURE 

After ships about to be attacked are 
positioned, the attacker places all his 
aircraft in the attack positions he wishes. 
The defender now writes down the num- 
ber of fighters with which he will inter- 
cept. These fighters must be ones des- 
ignated as CAP over those particular 
ships. The attacker also writes down 
the number of his escorting fighters 
that will cover this wave. Combat odds 
for the fighters are then set up (the ones 



with the ships are the defenders). The 
defender can of course stripoff as many 
as he is allowed according to standard 
procedure (if he has an equal number of 

fighters he must use thern all; if he has 
more they may be applied to ships, etc.). 
The die is thrown and all surviving 
fighters may not be used again that turn. 
All air-sea battles are resolved and the 
next wave attacks in the same manner. 
Neither the number of attack planes nor 
the total number of fighters is revealed 
by either side. The attacker is respon- 
sible for stating the number of waves. 
The attacker may abort future waves at 
any time but must do so according to 
abort procedure (See below). Fighter- 
fighter odds are rounded off to those 
nearest, not in favor of the defender. 

If an enemy has fighters over his 
fleet, you cannot abort the attack with- 
out a fight. If you state you are abort- 
ing, the air is handled the same as in 
a MIDWAY attack. If you have no fight- 
ers, than a number of aircraft equal to 
the number of your opponents fighters 
must be lost. Otherwise, you have a 
regular fighter-fighter battle with the 
defender allowed to strip-off and go 
after the bombers, 

A person may, upon seeing his op- 
ponents dispositions for one fleet of 
ships, abort that particular attack and 
hit a different fleet, within range, in 
the same turn. Abort must be carried 
out according to the rules previously 
stated. However, the aborter may, in 
this situation only, meet the defender 
with only an equal number of fighters 
so as to preserve the rest for his at- 
tack on the other fleet. You may not 
hit both fleets unless it is so listed in 
your operations and you have designated 
two separate flights (one flight may 
abort and join the other flight in hitting 
one fleet). Fighters which were en- 
gaged against enemy fighters in the 
abort cannot be used as escort against 
the second fleet. 

When the Jap is readying his air- 
craft, he must be able to prove whether 
or not his torpedo-bombers are armed 
wiLh bombs (i.e. the Jap must specific- 
ally ready VTs for a MIDWAY attack). 
He can of course de-ready in one turn, 
and re-ready " with different armament 
on the next. 

If a surface combat attack take place 
while the Jap is bombarding (by sea) 
and/or invading MIDWAY, that turn does 
not count towards either. 

COMMENTS 

It is obvious that these new rules 
add a greater degree of skill, realism, 
and concentrated thought to the game. 
This is particularly true if both players 
are courageous enough to split up their 
fleets, the American into two; the Jap 
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into three or more. The B-17s enable 
the American to get the extra points he 
needs, and thereby force the Jap to do 
more than just take MIDWAY. The PTs 
give the American the equivalent of 10 
desperately needed torpedo -bombers (in 
a limited fashion to be sure). The Jap 
may find it necessary to reduce MID- 
WAY fast, even at the risk of bringing 
his vulnerable first fleet into U. S. 
range, so as to prevent the ATAGO 
from being slaughtered by B-17s. 

Should the possibility of a suicide 
attack from more than seven squares 
become annoying, you can avoid it by 
employing a technique used by our club. 
Instead of moving two spaces every 
turn as is done now, you move one space 
at a time , It works out to; move (one 
space) - search - move - attack - move - 
search - move - attack. This allows for 
the time lapse between discovery and 
strike. When the strike force arrives, 
it can "attack" three of the nine possi- 
ble locations of the enemy. Thus there 
is only a 1/3 chance of hitting him with 
any single attack. Very few people are 
willing to throw-away all their aircraft 
with those odds. 

Any questions or clarifications on 
these rules will be answered, and any 
remarks and criticisms on these changes 
would be appreciated. Address all 
shtick to: Mark Saviet, c/o South Viet- 
minh, 9 Reynolds Drive, .Long Beach, 
New York 11561, 

Key to German 
Victory in Bulge 

By Joseph Pollock 

In writing this article, I hope to give 
some aid and comfort to the German 
field marshalls everywhere who are 
involved in a tournament P. B.M. game 
of Battle of the Bulge. For the purposes 
of this article all the tournament and 
optional rules apply except one way 
traffic, which I personally feel is not 
realistic. In truth 1 can make no speci- 
fic recommendations about which set 
of conditions of victory to pursue; each 
individual game varies so the right 
course of action to follow must vary 
also. 

The points I am about to cover do 
not vary and therefore are applicable 
to all situations. To enhance his chances 
of victory the German commander must 
understand and emphasize his uses of 
the following areas, rules and condi- 
tions. 

1. ROADS 

2. TERRAIN 

3. TYPE OF U.S. DEFENSE 

4. THE P. B.M. BATTLE RESULTS 
TABLE 



5. THE U. S. ORDER OF APPEAR- 
ANCE CHART 

Roads - The roads are pivotal in the 
outcome of the game; if the U. S. player 
denies you the use of the roads you will 
probably lose, of course the reverse is 
true if you deny him the use of the roads. 
The one road yon must seize control of, 
as soon as possible, is the road running 
north south from TT2 to Clearvaux 
which goes through Elsenborn and St. 
Vith. Control of this road enables you 
to shift your units from one-half of the 
board to the other in one turn, This 
helps to keep the U.S. player off balance 
and precludes his massing his defenses 
in any one area. 

Terrain • After studying the board 
for a little while it becomes apparent 
that the ea stern half of the hoard is much 
easier to defend than the western half. 
Actually there are about 160 more clear 
terrain squares in the western half of 
the board. This means we must make 
every effort possible to push the U* S. 
player into the western half before his 
Dec. 22 A.M. turn, if you are success- 
ful in this his fate is practically sealed 
for the western half of the board favors 
the aggressor. Use the terrain features 
to your advantage as much as possible, 
always deploy your units on mountains 
and behind rivers to prevent counter- 
attacks, I believe that the best defense 
of your rear area is to occupy the board 
edge squares. The rules state that new 
units may not be. placed on board in 
square s directly in enemy zones of con- 
trol, so to deny the U. S. player access 
to your rear area on the south side of 
the board you need to defend UU.RR, 
OO, LL, HH, EE, and BB. This costs 
28 combat factors but forces the enemy 
to bring his units in at squares A thru 
M if he wants to use them immediately, 
also it insures the safety of your supply 
lines. The north side defense is Q.Q, 
JJ,GG,BB, and Y13. Remember this 
does not take place all at once but gradu- 
ally as you advance, and that you always 
have the option to commit these forces 
to defense or not depending on how 
things are going at the front. I always 
send three infantry regiments along the 
north edge at the start of the game to 
try to capture Verviers and square BB, 
you will not usually succeed, but you 
will force the U. S. player to divert, 
needed units away from the front. 

U.S. DEFENSE - The U.S. player 
must maintain a line defense across 
the board; be has of course the terrain 
to aid him, but the line type defense has 
inherent drawbacks. To be effective it 
roust be a straight line, if you can make 
a bulge in it you will force the U. S. 
player to withdraw all along the line or 
expose his flanks. Either alternative 
is to the German commanders advan- 
tage. If he withdraws you will gain 
ground in some area without having to 



fight for it, or if he allows the bulge 
you will be able to attack his flanks, 
which always gives you the possibility 
of trapping his forward elements. In 
any case a bulge will force him to spread 
his forces out thinner, as he is forced 
to defend more area. 

P. B.M. Battle Results Table - My 
own experience and that of others shows 
that most German losses in Bulge are 
attributed tD exchanges and engagements. 
An examination of the table shows that 
exchanges occur in the 3-1 to 7-1 odds 
only, One might conclude from this 
thaL this is just something the German 
commander must live with, well it's 
not. I submit the following simple guide 

line to use. 

1. Surround enemy units whenever 
possible (use soak off tactics against 
adjacent units}. 

2 . Attack whenever and wherever 
possible at 8- 1 . 

3. Attack at 5-1, 6-1, and 7-1 only 
against units on clear terrain squares 
or positions with a maximum defense 
factor of 8. 

4. Avoid 3-1 and 4-1 attacks be- 
cause of the possibility of engagements. 

5. In all other situations attack at 
2-1. 

The 2-1 attack can be the German 
commanders greatest asset, at first 
glance it shows 20% for an A back 1, 
30% for an engaged, 20% for a contact, 
and 30% for a. D back, or only a 30% 
chance of success; this is misleading 
and it is not actually the case. The 20% 
chance of contact if it comes up is a 
tactical victory, it forces the enemy to 
either attack or withdraw, usually nec- 
essity dictates the latter choice. But 
contacts can be used to eliminate enemy 
units the prerequisite being to surround 
the enemy unit in question. In this case 
he cannot retreat and must fight at odds 
of at least 1-4. By making the best pos- 
ible use of the terrain surrounding the 
enemy unit you can usually push these 
odds to better than 1-6 which are not 
allowed. (Note) Load up your 2-1 at- 
tacks so that they are one or two units 
beneath the 3-1 figure. If you as Ger- 
man commander use only Panzer units 
to comprise the forces of a 2-1 attack 
the optional engagement rule allows you 
to break off combat if it comes up. Al- 
though this does not give us an immedi- 
ate tactical victory it does prevent the 
enemy from moving his units during 
his turn. Depending on the outcome of 
your other battles this can cause a hole 
in his defense sand if not at least stretch 
his units out a little thinner. It also 
gives us the option of attacking again 
or moving our units to a new area. So 
in reality under the aforementioned con- 
ditions the 2-1 attack gives the German 
commander an 80% chance of success. 
Another of the tables greatest assets is 
the ability to move after combat. Plan 
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your battles carefully then plan their 
sequence so that you can take advantage 
of this ability to move to cut off enemy 
retreat routes, of ensuing battles. Pre- 
pare a separate supplemental disposition 
after combat sheet, on it write out the 
movements of your units and the enemies 
for every possible probability. This 
gives you control of the direction of bat- 
tle, it keeps the U. S. player off balance 
and forces him into the areas you want 
to fight on. 

U. S. Order of Appearance Chart - 
This shows where and when his rein- 
forcements will enter the game and 
helps you estimate what areas they can 
reach in their turn. This should help 
you in planning your subsequentattacks. 

By proper application of all the afore- 
mentioned strategies the German com- 
mander should be able to push the U.S. 
players units into the western half of 
the board by the end of his 21 am turn. 
Address all comments and arguments 
to Joseph Pollock, ID Wilshire Drive, 
North Babylon, N.Y. 11703. 

Red's Megaton Mastery 

By Terry Thomas 

It seems to me that too many people 
are scared of nuclear power. They say 
that they can't concentrate their forces 
without being annihilated. Keeping your 
forces separated is good because it en- 
ables you to create mobile battle situa- 
tions, shift your forces quickly and it 
keeps the game from bogging down to 
trench warfare. 

If you just learn the secrets of air- 
craft deployment you will soon be the 
master of the board in as few as three 
turns. The first step is to start count- 
ing squares. Find out which cities are 
within SAC range of each other and 
which are within fighter range. Having 
completed this, you will see that Big 
Red has a superior position after the 
first turn. 

Since fighters are the only protection 
against A Bomb attacks, we will study 
them first. After the first turn Big 
Red should have 00-4D and UU-37 in 
his control. Move your fighters up to 
these cities as quickly as possible. As 
your legions move onward you may be 
able to utilize JJ-38 and/or NN-33 if 
it isn't too dangerous. Re sure to al- 
ways keep four fighter squadrons in Sea 
Zone C. From these central locations 
your fighters should be able to cover 
most of your forward units in range of 
Blue's SAC and you are also in a posi- 
tion to flatten any of his fighter bases 
in the area. Take particular notice 
that BB-3 1 is 12 squares away from 
NN-33 and 13 squares away from 00-40. 

Now for your second problem, You 
waste your nuclear attacks and there- 
fore allow Great Blue Lo constantly 



threaten destruction of your forces. 
Here is how to use fission with force. 
Sneaky Trick frl: If you did your home- 
work before the game you will see that 
YY-43 is exactly 20 squares from EE- 
25. When you set up your units at the 
start, make a big pile of units on YY- 
43 and slip a 1-20 in the middle, Great 
Bine nearly always attacks EE-25. On 
your turn you bomb the city out of 
existence. You can coveT with your 
fighters at sea. Warning--Note that 
S-25 happens to be 12 squares away 
from EE-25 (drat it') If Great Blue 
wag smart enough to put fighters there 
then you'll have to hold this one off un- 
til next game. 

Common Sense Rule--Always use 
your nuclear attacks on potential fight- 
er-bomber bases, After you have your 
fighters in 00-40 you can bla 3 t EE-34, 
If your opponent is a lunkhead he may 
give you a chance to plaster BB-31. 
If so, take advantage of it. If not, you 
will have to wait until you capture NN 
33 to blow up BB-31. With EE-25, EE- 
34, and BB-31 gone Great Blue won't 
have a single decent air base to his 
name. If he puts his fighters at CC-39 
just divert so -me forces to the South 
and wipe out that city. Meanwhile you 
can destroy all his forces in the North 
with your bombers since he will have 
no fighter protection. At Best, Great 
Blue will only be able to cover his own 
forces. Since Blue's forces will not 
be able to advance past fighter range 
for fear of being cremated and since 
you are constantly wiping out his most 
forward fighter bases, your opponent 
will soon find himself rather close to 

his own borders. 

There is nothing that can foul up 

this strategy UNLESS you pull a boner 
like letting your Opponent execute a 4 
to I paratrooper attack on one of your 
fighter bases. If this happens, while 
you are waiting for your replacement 
factors to accumulate, you can look for 
an opportunity to pull sneaky trick #3, 
Your opponent has a fighter superiority 
and puts his ADC too close to the fight- 
ing. Once again you slip a 1-20 SAC 
into a city close to the front. To do 
this just start breaking up some infantry 
into 1-4's and slip the SAC among them. 
If your opponent doesn't constantly 
check your positions and doesn't bomb 
your city you are in business. Start 
counting squares again and find a city 
behind his lines that is beyond his fight- 
er ranges and blast it, A good example; 
Blue puts his fighters in BB-31, You 
slip a SAC into JJ-46. On the next turn 
you pulverize his capital! Granted, I 
will admit you can't use sneaky tricks 
1 and 2 every time, but you should he 
able to gain air superiority with Big 
Red three out of four times. Any com- 
ments or compliments would be appre- 
ciated, Terry Thomas, 11S59 Crurn- 
well Circle, Dallas, Texas lhZl3. 
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Artillery Being Cheated? 

by Paul Perla 

I think that artillery units in Blitz- 
krieg are being short-changed. To 
make for added realism, I think some 
new uses could be given to the artillery. 

Artillery has a range of six squares. 
They may, in direct support of an at- 
tack or in a softening up role without 
any other attacking ground units, fire 
up to this six square range. The regular 
tournament game attrition table is used 
in both cases, but the artillery does 
not lose any factors utiles s it is adjacent 
to the unit it is attacking. An exception 
to this rule is made in the case uf an 
artillery duel (one artillery unit shell- 
ing another). In this situation the at- 
tacking unit must suffer the losses in- 
dicated on the table. 

Artillery may also be used in a de- 
fensive role, applying its defense factor 
on any attacking unit in the six square 
range, 

Artillery units may also be used in 
an interdiction role, to prevent retreats 
or to block a square to prevenl supplies 
and reinforcements from being brought 
up. Artillery may also be used in city 
bombardment. If the city is shelled by 
twelve factors two turns in a row, it 
loses its supply rapacity and its ability 
to support aircrafL, and also loses the 
power to double up the defending units 
for the next turn and all turns that it 
is tmoccupies. In this case there is no 
need to soak off on defending units. All 
units in the city lose a total of two fac- 
tors. 

If artillery units are within the six 
square range of a beach that is unde- 
fended, the attacking units must stop on 
the first beach square that is being 
shelled and must take the losses given 
them. If they are forced to retreat, 
they are moved back to the sea zone, 
and lose one more factor, if the beach 
is defended by regular ground forces 
also, however, these units are eliminat- 
ed. If the units are not forced back, 
and this is an undefended beach, they 
may advance up to their regular BTA. 

Finally, there is one snore use of 
artillery that must he mentioned. On 
any turn, a player may make one nuclear 
artillery attack over and above the nu- 
clear bombing capacity. This attack 
may be made by any artillery unit, 
subject to the six square range. The 
nuclear bombing table is used to decide 
the attack. A nuclear attack may be 
made against any unit and may be used 
in the beach defense role. All comments 
to: Paul, Perla, 7205 Schley Court, 
Pittsburgh, Pa. 15216. 
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Bismarck 
Naval Search Pattern 



by Richard Rubin 

Tn ail British first turn search pat- 
terns that I have read about and most 
that I have seen used, the British play- 
er spreads his ships around the space 
into which the Bismarck may move, 
This system has the fault of being un- 
able to catch up to the Bismarck if it 
is moved straight out away from Bergen 
and then begins curving southward, it 
is probable that in the course of May 
23-24 the German player will be able to 
use the chance table three or four times 
with 42% and 52% chances of obtaining 
two points, respectively. In case of an 
early encounter with one battleship, the 
German has a 70% chance of escaping 
without firing a shot. Chances of an 
early encounter with two battleships 
are most nil. 

My idea of stopping this type of ma- 
neuver is to concentrate the British 
forces as close to six squares from 
Bergen as is possible. The first move 
is as follows; 



Dorsetshire 


F-6, 


c 


Ramillies 


C-4, 


a 


Force H 


H-5, 


d 



Norfolk 


A-5, 


c 


Suffolk 


A-5, 


a 


Birmingham 


B-5, 


c 


Manchester 


B-5, 


d 


Arethusa 


C-5, 


a 


Prince of Wales 


C-5, 


c 


Hood 


C-5, 


c 


Rodney 


D-5, 


c 


Dorsetshire 


E-5, 


c 


Ramillies 


G-3, 


d 


Edinburgh 


G-4, 


b 


Force H 


H-5, 


d 


Remainder 


D-6, 


c 



Now, if the Bismarck is located by 
sea search, the entire navy can be in 
the area within a few turns. The same 
if it is located by air search. The only 
problem arises if neither search locates 
the Bismarck, The Bismarck then is 
in either E-6 or within the encircled 
area. The next move should be: 



Norfolk 


A-5, 


c 


Suffolk 


A-6, 


c 


Birmingham 


B-5, 


c 


Manchester 


B-6, 


c 


Aurora 


C-6, 


a 


Prince of Wales 


C-5, 


c 


Hood 


C-5. 


c 


Arethusa 


D-5, 


a 


Repulse 


D-6, 


b 


King George V 


D-n, 


h 


Victorious 


D-7, 


a 


Kenya 


C-7, 


c 


Galatea 


E-5, 


c 


Hermione 


E-6, 


c 


Edinburgh 


F-5, 


c 



This move, by covering the areas 
surrounding E-6, will settle the issue 
whether or not tht! Bismarck is in E-6. 
Then the entire navy can he headed 
toward the space where the Bismarck 
actually is, I prefer this method to 
spreading out ships because the Bis- 
marck will be well surrounded within 
three or four moves, regardless of its 
starting move. 

Send comments, questions, or criti- 
cisms to: Richard Rubin, 8580 N. Point 
Dr., Milwaukee, Wis. 53217. 

German Strategy 
in Afrika Korps 

by Mark Rosenberg 

This article is about a strategy I 
developed for the Axis Army. In the 
very first turn the German Commander 
3hould surround the unit in Bengasi so 
that it will be unable to pull back into 
the nearby escarpments and delay the 
Italian advance toward Tobruch. This 
can be done either with a "recce" unit 
or the Ariete unit and another Italian 
unit using Rommel's movement bonus. 
Also the German units should be ad- 
vancing across the bulge of Cyrennaica, 
again with the help of Rommel's move- 
ment bonus. 

If, on the next turn, the British pull 
back to the escarpments around Tobruch 
(a foolish move), attackone of the posi- 
tions at, at least, 3-1. The German 
commander should always attack the 
position that has the most concentrated 
strength. For instance, attack a 2-2-6 
instead of two 1-1 -6's, I am saying 
this with the understanding that both 
positions have the same strategic value. 
If the British form a line on the escarp- 
ments south of Derna, the German 
player should attack the unit blocking 
the Coast Road, provided that the Ger- 
mans can get at least a 3-1 against it. 
If not, attackone of the other positions 
that will insure a route to the escarp- 
ments around Tobruch next turn. 

With the arrival of the 15th Panzer 
Division, the German commander should 
attack Tobruch and the surrounding 
heights. Tobruch should be taken be- 
fore the British receive their Novem- 
ber reinforcements, As soon as some 
of the Italian units can be spared, they 
should be sent to hold positions guard- 
ing the Coast Road, thus hampering the 
British construction of a line there. 

The German player should waiL until 
his November reinforcements arrive, 
before advancing too far past the Salum, 
Sidi O'mar, Maddalena line. As soon 
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as the November reinforcements arrive 
the German player should advance to- 
ward El Alamein. If the British player 
pulls back just enough to regroup and to 
form another line after the Germans 
have punctured a line, you should con- 
tinue to attack and move toward El 
Alamein. When the Germans finally 
reach El Alamein, the British com- 
mander using the strategy described 
above will not have many units left to 
defend El Alamein, 

If the British player pulls back to, 
say, Matruli or Sidi Barrani and then 
forms a line the German player should 
attack furiously, soaking off, if neces- 
sary, until the British player withdraws. 

Once the German commander reaches 
El Alamein, keep attacking with the 
purpose of taking Alam Haifa and 
Ruweisat and with the purpose of giving 
the British player little time to regroup 
and form an adequate defense. Once 
Alam Haifa and Ruweisat have been 
secured, attack the British home base, 
annihilating any opposition that the Axis 
forces encounter. 

In a month the Deutsche Afrika Korps 
will be cooling its heels in Alexandria. 
All comments and criticism should be 
addressed to the commander of the 15th 
Panzer Division of GHCGL, Mark 
Rosenberg, 187 Kings Point Road, East 
Hampton, New York 11937, 

Normandy -the Way 
it Really Happened 

by Hans Kruger 

The following is not a "super plan", 
some sort of battle game strategy, or 
even connected with any sortof "game". 
What I present here is the heretofore 
guarded secret of what actually took 
place in the many weeks in which the 
Germans held the Allies back and con- 
tained them in Normandy. The only 
reason that 1 am even presenting it now 
is because of the long span of years 
since the war, and that most readers of 
this magazine are interested in the true 
situation. 

Long before the Allies ever invaded 
Normandy, there were a few wise Ger- 
mans who realized thatany ground units 
would be in a terrible condition due to 
the Allied air superiority. At this time, 
one of them, General Werner Radtke, 
was able to get clearance to forma new 
SS Division. They were to be called 
the "Black Guard". General Radtke 
personally selected them from only the 
best of men. Only the bravest, strong 
of body and will, and most faithful to 
the Fuhrer were picked - and then only 
if they volunteered. Each of these men 
were unmarried and had only contempt 
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for those that would try to seize their 
homeland. 

After all the men were finally chosen, 
they had their division ready for train- 
ing. This was to be the best trained 
formation in Prance. While the men 
being prepared for what lay ahead, the 
equipment was also being prepared. 
The mainstay was to be the Tiger II or 
King Tiger (which the Allies later denied 
were ever in Normandy). As support, 
there was one Hunting Tiger, carrying 
a 128mm gun, for every three King 
Tigers. The remainder of the Panzers 
were the fear provoking Panthers, Be- 
sides the tanks, they had their own ar- 
tillery, anti-aircraft, rockets, armored 
half-track support vehicles, direction 
finders, and sound detectors. In addi- 
tion to this, they had the newly pro- 
duced ultra-violet search lights for 
night fighting. Little did anyone realize 
that this last article was to prove the 
most important to the "night fighters" 
as they were soon to be known. 

They had every last vehicle and each 
uniform colored black, the traditional 
SS color. This made them almost im- 
possible to see at night - and in the 
aerial recon. photos shot during the day, 
they would appear to be nothing more 
than shadows as "phantoms". It made 
one chuckle to think of the poor Eng- 
enders looking in amazement at the 
dark shadows as flashes of light appear 
from out of nowhere. And then finding 
out only too late that it was the enemy. 
Indeed - it would be a good fight. 

Now it was May l f just a month (ap- 
proximately) before the invasion was 
planned. In small groups, they were 
shipped to the front, where German in- 
telligence had told them the invasion 
would come. As this BlackGuard moved 
in, the other powerful units of the Ger- 
man army moved out - all as secretly 
as humanly possible - no, make that 
more than humanly possible, for this 
group of men were more than mere 
mortals. They were all super men, 
the kind that the Fuhrer had so often 
spoken of. The only original formation 
that remained, that was there before, 
was the change in the 716th horsedrawn 
infantry, and they were used to man the 
beach defenses. All vehicles were dis- 
guised as rocks and other various land 
formations, with those that were more 
conspicuous hidden underground. Even 
the soldiers wore the regulation uni- 
forms over their black watch ones. 

To ensure that nothing would be sus- 
pected, they each took over a divisional 
HQ and pretended that they were that 
division. For example, the 374th Bat- 
talion was the 21 Panzer Division. By 
using this type of strategy, they hoped 
to confuse the Allies - and it worked! 
After many weeks past the invasion, one 
battalion would exchange banners and 
recognition signals with another and the 



Allies would thinka Panzer division had 
been moved many miles across the 
front. 

It was due to the withdrawing of the 
other forces that the Germans were able 
to hold back their enemies as long as 
they did, and could never have gotten 
enough force together to launch a count- 
er-offensive as they did in the Ardennes 
in December - which, by the way, al- 
most succeeded. However, it was re- 
alized by the High Command that Ger- 
many had lost the war and they worked 
feverishly to save as much as they did. 

It may occur to you to ask why this 
hasn't come out before now. Here is 
why - the British and Americans didn't 
want it known that one German Division 
had held back everything they could 
throw at them for over six weeks ; and 
the Germans that knew about it were 
shot to insure theiT silence. Only one 
man lived through it, a corporal in one 
of the supply HQ's. Although he lives 
in the United States, I am honor bound 
to keep secret his identity and address 
as the government might still execute 
him. However, the fact remains, one 
German Division held back all the com- 
bined power of the allies for over six 
weeks. Comments: Hans Kruger, 3551 
Lynwood Rd. , Lynwood, Calif. 90262, 

Rejuvinated Stalingrad 

by Norman Zinkhan 

I have rejuvinated STALINGRAD to 
more realistically depict the actual 
campaign until the end of 1944, when 
the Russian armies crossed the pre- 
war Russo-German border. Here then, 
is my reconstruction. 

1, First of all, change the victory 
conditions. The Russian player wins 
if he crosses the black boundry line 
before the end of 1944(Dec, ) and main- 
tains 10 Corps there. He also has to 
capture either Warsaw or Bucharest 
and have undisputed control of it. 

2. Next, revise your zone-of- con- 
trol movement. Make one z-of-c equal 
to two regular squares of movement. 
Eg. Suppose a unit can move six squares. 
It moves 1 square and then into a z-of- 
c. That counts as 2-3. Then it moves 
through another z-of-c. That counts 
as 4-5. If it has to go through another 
z-of-c, it must stop. If not, it can 
move one more open square (regular 
movement J. 

3. At the start of winter 1941, all 
German Infantry combat factors are 
cut by one. Eg. A 4-4-4 becomes a 
3-3-4. All German Panzer combat 
factors are cut by two. Eg. A 8-8-6 
becomes a 6-6-6 etc. This rule ap- 
plies only to the 1941-42 winter 

4, Only railways behind your own 
lines can be used by your army. All 
railways in between the lines or behind 
enemy lines cannot be used by your 



army, (This applies to both Russians 
and Germans. ) 

5. In winter, all German movement 
is the same as in the regular game. 
For the Russians in winter; Cal. moves 
4, Arm. moves 4, Inf. moves 3, and 
the railway bonus is 7, This takes in- 
to account the greater Russian mobility 
in winter. 

6. Change your 5 blank Russian 
substitute counters into 8-8-6's, In- 
troduce one of these new armour units 
into the game, in addition to regular 
replacements, in: June 1942, Aug. 
1942, Sept. 1942, Nov. 1942 and Dec. 
1942. After these new armoured units 
are eliminated, they must he, brought 
on as regular replacements. 

7. At the start of summer 1942, all 
Russian attack factors (Cal, Inf, Arm, ) 
increase by one. The defense factor 
remains the same. Eg. A 4-6-6 be- 
comes a 5-6-6, a 5-7-4 becomes a 
6-7-4 (in your mind only). At the start 
of summer 1943, all the Russian arm- 
our's attack factors become equal to 
its defense factor. Eg. A 4-6-6 be- 
comes equal to a 6-6-6. The infantry 
and cavalry remain the same as above. 

8. Replacement rate remains the 
same except they are received at 
Archangel, Kuibishev, and Grozny or 
the nearest square not under German 
control. 

9. The replacement rate for both 
remains the same, computed as usual, 
by the number printed on the units. 

10. Capture of Moscow or Stalingrad 
cuts the replacement rate by 3, Lenin- 
grad by 2. Eg. If the rate is 18 and 
Moscow is captured, it is reduced to 
IB, etc., for as long as Moscow re- 
mains in German hands. 

11. Moscow, Stalingrad, Leningrad, 
Sevastapol, Kursk, Kiev, Odessa, 
Helsinkie, Warsaw, and Bucharest are 
fortresses. Units in them have no zone 
of control, but are tripled. Units in 
fortresses can hold for four consecutive 
turns of isolation, N. B. In order to 
cut the replacement rate, Moscow, for 
example, must be captured, NOT merely 
surrounded. 

12. N.B. When a back 2 is called 
for, a unit can retreat through anything, 
including zones of control. To eliminate 
a unit forced back 2, it must be sur- 
rounded on all six sides. When a unit 
in a fortress is forced back 2, it mere- 
ly remains in the fortress. 

13. In December 1943, the Russian 
replacement rate is reduced to 6 de- 
fense factors per city per turn. 

14. Everything else is the same as 
in the regular game. (Supply etc.) 
That's it! The German must keep his 
losses low enough so he can eventually 
form a defense line, but he must attack 
viciously at the start. The Russian 
should make good use of his fortresses 
and his first winter. 
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Winners -Contest No. 19 

The following subscribers came 
closest to predicting the attack against 
Gamble at Gettysburg, Heth and Mcin- 
tosh, were found to be attacking in a 
downhill frontal attack at 12-1 odds. 

Many tie contest entries were re- 
solving by subscribers who had com- 
puted the correct odds in this attack. 
Winners are: 

1. Steve G. Mann, Cheyenne, Wy. 

2. Larry Watts, Given, W. Va. 

3. Barry Kelchner, Clayton, N.J. 

4. Dave Newman, Williamston.Mich, 

5. Bill Hoyer, West Allis, Wise. 

6. David Minke, Willmar, Minn. 

7. Peter Finkle, Orange, Calif. 

8. Craig Allen, Rome, Ga. 

9. Robin Heath, New York,, N.Y. 
10. Ferdie Bowman, Xenia, Ohio 

A freeAvalon game has been award- 
ed to each of these winners. 
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OPPONENTS WANTED ADVERTISEMENT 

Please print or type your advertisement on the spaces provided below, maximum 
(including your name and address) 35 words per ad. 
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All ads are inserted as a free service to full-year subscribers. Only one ad per 
subscriber per issue is allowed. Ads will not be repeated from issue to issue, 
however, subscribers may re-submit the same ad, or new ads, for each succeeding 
issue. Ads received after the 15th of the month preceding publication will appear 
in the following issue. No ads will be accepted unless printed on this form. 



CONTEST NO. 20 



Don't forget to vote on what are the 
three best articles of this issue... re- 
cord your votes where provided on the 
Contest Entry blank. 



Subscriber Discount... 

The Coupon shown below is for the bene- 
fit of the full-year subscriber. As soon 
as you have accumulated 4 such cou- 
pons, 1 each from this and succeeding 
issues, you are entitled to a $1.00 dis- 
count applied to the purchase of any 
Avalon Hill games, parts, play-by- 
mail equipment and the General. 
Here's how it works 

Each coupon is worth 25$ . But one 
coupon alone does not entitle you to a 
25$ credit. You must accumulate 4 
different coupons before taking advant- 
age of the $1.00 credit. When you have 
accumulated 4 coupons, then you clip 
them all together and send them in with 
your order for an Avalon Hill game. 
When ordering in this manner, you 
simply send us a check or money-order 
for $1. 00 less than the usual retail value 
of the game. 



n i m 1 1 1 1 1 i '' ' i i i , i 1 1 

25* 25* 

SAVE THIS COUPON 

GOOD TOWARD THE PURCHASE 

OF ALL AVALON HILL 
PRODUCTS 

JULY-AUG 1967 
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Ae Admiral J. R. Jellicoe in JUT- 
LAND you have ordered full steam ahead 
to engage the German High Seas Fleet. 
The Germans are known to be some- 
where off the coast of Norway, Success 
of your overall battle strategy 'depends 
on where you think your task forces 
will he when the first contact is made 
with the German fleet. Thus you must 
make an educated guess on which squares 
TF's 1, 2 y 3 will be when contact oc- 
curs. 

On the Battle Plan encircle a square 
designating the location of each of the 
three task forces (they may be all on 
the same square or on different squares. } 
In addition, write in the hour contact 
was actually made historically. The 
exact locations will be determined by 
the closing New York Stock Exchange 
transactions of Monday, August 14, 
1967 (consult morning paper of August 
15. ) The last digit in the sales-in- 
hundreds column will be consulted for 
each of the three variables under the 
stock listed on the Battle Plan, 



Ten Winners to be Named 

The first ten contestants to submit 
perfect, or near perfect, Battle Plans 
will be awarded a free Avalon Hill game 
of their choice. Ties will be broken in 
favor of entries listing the closest hour 
of historical contact. Entries must be 
postmarked no later than August 13, 
1967, Entrants may submit copies or 
photostats - one to a contestant, only. 



Vote for Best 3 Articles 

All entrants must list what they per- 
sonally feel are the three best articles 
in this issue. This selection ha3 no 
bearing on the contest results, but en- 
tries not containing this information 
will he voided, 

"BATTLE PLAN""" 

Last Goodyear I.B.M. U. 5. Steel 
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Headlines of 3 Best Articles: 



Name 



Address_ 

City 



State 



I Prize 
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Allies Kaput 

Mark Rudolph 

CENERALADVANTACES: It is risky 
for the allied player to attempt a land- 
ing except in South France, Le Havre, 
and the Normandy peninsula. He must 
gamble on 1-1's at best in North Sea., 
Pas de Calais, and Le Havre, and 2-1 '9 
at best in Normandy, Brittany and Bis- 
cay. Faster units are started in remote 
areas while slower units are placed in 
the nearer areas lor greater mobility, 
A fair counter-attack force can be as- 
sembled in any area. Second line posi- 
tions can be fallen back too easily if the 
allied player obtains a beach toehold. 



4-4-3 

(1) G-13 
(1)1-15 
(1) 0-23 
(1) Q-25 
(1) 5-28 
(1) U-32 



4-4-4 

(1) U-43 
(1) BB-40 
(1) EE-41 
(1) 1,1.-44 

3-3-4 



STATIC 

(3) F-13 
(3) G-M 
(3) H-15 
(3) 1-16 
(3) J-17 
(2) S-32 
(2) B-33 
(2) V-36 
(2) L-20 
(1) L--21 
(1) M-22 
(1) M-23 
(1) N-24 
(I) 0-25 
(1| V-33 
(1) V-43 
(1) X-42 
(1| AA-41 
II) FF-41 

3-4-3 

(i) K-ia 

(1) L-21 
(I) 0-25 
(1) S-34 
(1) N-20 
(1) L-18 

SPECIFIC IDEAS; South France is 
left vacant because of the 17 square 
supply limit. In Biscay the allied player 
can make a 2- I at beet. Even if he suc- 
ceeds in landing he can be contained by 
holding the supply centers in the area. 
In Brittany the allied player can make 
2-1's at best. If he secures a beach- 
head you can hold him in the neck of 
Brittany on the Avranch.es, Rennes, St. 
Nazaire line. If the allied player in- 
vades the Normandy peninsula he can 
be checked on the Vire river- Avranches 
line. If he invades the east coast citiee 
he can beheld on the Orne river-Argen- 
tan line. In L,e Havre he can be held 
indefinitely on the Seine river-Rouen- 
Dieppe line. If he also secures the 
Seine in at best a 1-1 against your 5-5-4 
he can be halted on the Eurc river- 
Rouen- Dieppe line. In Pas de Calais 
the allied player can make at best 
1-1's. If he gains a beach point you can 



7-7-4 
(1) P-26 




(l)C-5 
(1) X-14 


(1) V-41 




2-2-4 


6-6-4 




(1) X-14 


(1) W-40 




HO 


(OE-5 

(i) ir-42 




(1) H-14 
(1) K-17 


5-5-4 




(I) N-23 
(1) T-34 


(1) T-30 
(1) N-9 
(l)C-5 
(1) DD-41 




(1) W-35 
(1) Y-41 
(1) W-43 
(1) J-16 


(1JC-4 






5-5-3 


Q 


-27 


3-3-3 


X 


-38 


1-1-3 


E 


-12 



Where Avalon Hill Games Are Available 
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The following names of dealers sup- 
plement lists found in previous issues. 
These lists represent dealers who have 
stocked Avalon Hill games recently. If 



your favorite dealer has not yet been 
listed, drop us his rtame and address 
so that we may include him in the next 
issue. 



Ciiiu 1 :. Toy i- H.;LL.v C.nii:r 
Hurl Oi HunljivillfShpit. MtU 
Hun tc nU« i AJ<ifc*ima 

F.-'-.iii'-S In ti 'I -.lit--. :->■.- -,.. 
lUiL-iB Maithal A***!* 
L* Julia, CaliAirnla 

May Co. Service feuiltlin* 

jBtf^hBon 4< gr,na 

Lcj. An B *i..a, 6iliftf"£l 90HOI 

■L.Linuari To/. 

r»md(ci^, CbtLloraia 

r*f imoijiLt M*ci;!.| T Cdiud.d.) 

1500 ltuJunLri.il Way 
HeLJunKxi, City. CMlfin-ttti 

Vlfur'i Tays 

TMLQ Kei#ai Bpuiev-.jfiH 

fiaantia, Cdifcf-ftLa 



iiUI Second ^rj( 
Sal Diego, CalUcr-hi* 

TW W*r"o 

J' ueuu ,■• ■■mi: .i Vi!,j.i ,: i- "■iii i 
Vfiiiii:,,, CAHfuriiii 

!.'.:rr|,r .. -,-,. Mouse 

J I*S fcrftaim-.y 

Walnut trad, GtltfOCWla 



Hi E. Pike* P«*k 

GolertH liurbliii*, ColoEKlu 

M-t.-h'i - He. i\ 

ilOGfl. ri.| l £-ridi4n EJ.iulrTHrU 

Uuivur, CuluraiJLi 

GHHM Shopping M*Tt 



L-et'o Kid.dvJa.nd 
Croinrt Ehoppcrt Marl 
Groton, CWVAMttalU 

Till! CUr-OpUUiVN Curp. 
77 Biru*u*My 
NewM.ivimi, OwtSWlkwi 

C4**'f 

Wll Vttv ElMtU 

W»«.hio|W»rv I. U. C, 

ffiMlUUM*! T*y Short 

Wa,BHm E l/iri. D. C. 

woquivitu 1 4t ]_o[nr*fj 

*-H'i,-')|L.fl. P_ C, 

■ J mlin'f 

441S (Joy. ITidiji toUMfud 

WilnnngHanf Diliwaic 

Ttk General TFiKtinaCp. 

iktriktrf Lid. 

L44 iVLMtW glrm 

Lnnduni, .WJ. £:>jli[id 

Uttn ¥;d*-* Jtofa, Int. 
Iti .">". Mnnroa ttraal 

Harnlny Br.ilhjrra, Ltd 
iDL'.'l'i lt.,,^1 St>r»| 
Loiffon Wl, E(Vgl4Jiia 

Dirktr,"* 

107 E. M* in mrmt 



W, B. H»d t Company 

jo? N, tola Etatosi 

UL-iii-iiii»-:ui-. IMi"-M- 

(".dun h «r R*niMriii «lr»i« 

CftjIYipSlBTi. Illlno-U 

He-bby Mo4*)«, me. 
■JE4 W. JJ+von Avtrvu* 
ChLtjjjc, 4llin«a 

tbrttfib'l b Brcntan^'a. ETf. 

Ct^JJ-O. 11 117 

M^raluLL Firld b Sfr. 
Ill N. $144* 3ir««> 

chicitnt., iUIthI* fto^so 

MjJthill Umia ii Cs 
till W. tj*OFpt SUMC 

huftum or jdlnca b iti4«ittv 
S7*fc 5rr* tl L lAb Mlfh-lp)*" 
CUUI<Lfc UHHou 

Hoty'i loya 

U-L.^L-II PL^u & ft, 
1700 .th.rin.Ti 
EviiL-iiin. miMla 

g*fi*n PLri* &WEJ L ton 

H«^Tin. UiinnU 

CiJ ISbbCfl Tcy h Hobby Stop" 
luMQ C«rrolltoD Av<nuc 

Ind ifl nnpoUi it), l-ndtam 

Fmli.rLl'* lr IViuihrnirr 1 ) 

Furiiu* r.',.-i!i Kbnt*, Ri-,^ m 
Wen L*Jiy«Ei*, Indiirt. *lT>Qfe 

4 LI N^FHlW 

Siuiij* Ctlft l^wa *H9l 

SbHft'i TayUitd 

tit E. F^uTfh Stiett 
irfiteiloft. Id** SCHill 

N'al.-.in^l .SlIimjiL nif Miilniin)) 

*t T» Miilillliitil ParV 

r^iL'nrtrLim , DubTin, Jruland 

K^dliwky MpStI E*mjf h Int. 
iS'JS iVilmin^li,Ti Av^Ut 
Lodkavtllr. Kintiuky 

W. K. Stnwa.t 

SW Sk4Ultl 4td, Awh* 

|/at||.vL[l», K..'.-.,ri-.' 



ill-ii E. BjlLlmorr filrtel 

Biliirriorp, M*ryl.nrl 

ailtimuift, Maryland 

/".I. Lowcn. Ii.-. . 

Bul^ead*. M«ryUnd 

IT in In rtfu 'a ftii[wriTi4.ckeii 
lL*%h ntalrbLjulnm) 
f2IT Unl»*rptlr.y Blirii. E. 

A4«lpnn. MiryLand 

tfi4Q JUCKVLtl* h>lJ(* 
ftdcHMtU, M.irYl^lJ. 

GhlldiTvi't SupcmntrtoU 

Murluw Hci K lila, MaryluiuJ 

QfilUr^l BlBjhs*ftuUl»U 

^La.h m.irtbutoi.) 

liJ* ly**l*Uf( PiJft 

pati.y'i Cra^ifKa^t. Va, 

Lanh CHot , Inc. 
BtllttvUU, Mai-KlanJ 

Wh=j.rnn, Maryland 
&nw»n"i Tiiyland. 



I.. .11 * ' .ip-i,LI|vr JO tit 

]40A Manaartunn.rLa Ar'nw 
Camhriiljiii, Maaa. (]/l 1H 

Id It ^JlMJlllUiFllg A^BIIUI 

C*BriwUtN 14, MjH.ailiu.aH 



Toy T*tr 

aHra-va^fT, Laijb.L-111 
Unfird JcwDltft-D L CiairUauLui-i 
3lnUMCiJJ.it. Loul.li.ua. 71102 
A, Fatltr L &.U. 

£io f:. n»inmriTP sbnml 

rla1itm(iT', M4 rylifitf 

Kdcliic'hLld - Kohn Cont«k.rit 
H»*Fard 4 Leninilon Strncii 
lacLtbTnaT*. M.TYliAd 



WLhL-hOPl«r UQBBy Sh.;;i 
■iVLncllil itor, KiaiBftrhaaitr 
PaLLett'i Mich Beak Store 

IIS 9l ftULlT SllVBl 

Add .'.:..:. SfillH^OJ, 

K i j :■.'-■ ■■ GarTidf. [f.i 
Z6J PiavcB ^ireti 
ISIrsnLi^h.im, Micbi|;&n 

J. Pi- Mij.Lt-ltej.d Cnm|ij.d.y 
JiJJU Michigan Annul 
tJ«irbora, MteblfAS 

R b R F-iTiilj QtHa 

is.su tKtiCrln St. S-E- 

GiaiiJ R^ijJiIa. M,teWf«l 

Hohljj Huh 

^?* TTi^dor Av*dli* 

LanjitLg, MLCbbf|4ri 

i>t ^.uLhdaJc 



ttlt Pled Piper 

7HR: Clavclandl Ai-cmir 

St Pawl, Uiiihierxita 

it, Vt,n fVoi Ii STarlc.fl* !";. C 

o-l. It C»UiF 

St, Pt.Hl, MlnnainU Si] 1^1 

C.[in.tin,BFiUL Hibbv rjhipplie. 
P. O. Bok Ub 
Adalprtnj, N«-W Jcfacy 

Cofr-cr Goo). Stux.4 

4J fl. FL.JnJ A-rcutta 
Il..->inf, n irtjjr. Mi- it jKF.ay 

Mnnri^inuin Bonk »tiop 
MlXlTaatiiiiiin M.J1 
MqQTiildwn F IV*w Jiftr^ 



5B6 - Sch Avenue 
Ne^ lfork, fH»w Vork 

E^fnlie-1 1 * ■ ?rawT«t(« 

Wcw Vork, HiwYpfk 

Jjjrrd S Taylor 

lb Wi*.r sVtlj StnaiJ 

W^w Ynrk, Nrw Vnrk 

j^4 FiCtt Avirmc 

r,A»U, soh,«/*rF 
Wftttk Aytniitf 
foir'Vofh. NewYftrk 

TuLhrn n<illc K c I:-,., I.-,;. mi 
I'MArnilEiiliir Avenur 
HWn Vorh. £7, tkv York 

Rackicaic?, N«w Vhf* 

Hl< CirLln'I Buukil;ti,i 

K*iiIb JSA 

Sr-lanVtii. IntM BeH- 

Th. rrolphfcTi 

AH T^-Irn - Flflu Khnpjnn.g 

|-a,yBtr. v LLt.. W T C*™Hn* JlBlflj 

luTF-Hscl^nay Hobby aho^ 
Mutth Hill* Shuypjni. cwu 
Ri.l4l.ri, Nb-rH Carehna 

D-ji:ui:k-2Ei[iijd. Colji[. ^r^ 
501 We»1 «1i aifctt 

WLialuiL-.Sftleuj. R. Ci:j1i.,i 

O'fiiHI'i 

(Hi s. M.m B9n*l 

Ahr^fi r CHfU *«&>b 

fliHfti Bfc*livo(J6t¥«MM*.lise> 

Scvcra,nEE Center 

.\S7l M*yritld a^ad, 
l~t> Mailoil TfaT t 1i|B. Chhk. 



Us. T'«(i lay Shop 
ZHB r*« Kill .■'■■-. -i.-ir 
Payiot. 17. Ohia 



rU#iar 4 Fr-irtk Cu. P Inc. 
l".r:..ii.rl, !.'>(rn "iJl.! 

Ttavl*".* 

[.105 Llcyd Cenlcr 



KFSUB pspietrrv.ru S"Jfe 
810- M PAF*4« SlF*«T 
Erii, P»iioJylv*'Hia 

OiltrcrL'n Huhby Shop 
aelpJDVUwr.i Pitnn, 17JiS 



Kjrt! nitile 5huppinu CiniiT 

MnrritMttMr Fwtiz. i-.>. 

tt-hEfiCl \,isnrj ihy 

n..o uh#riLniit Bbml 

fcJr.il J delplma.. Ptnai, 



■ «<■ T- Fvr. B r PP ,, J, V »"J< 
Phli.iH^Ld^u. Perm*. 

A, B- Chi r] si h Son 
l£Li W. J-ic-Bi-tv A^»nue 
Filiaburshj Par,™* J^il* 



Tna^ph Hnnifv Ctnrfipa.riy 

MM Fenaa.. Avc-nu* 

L ■ 'i. L- .r ' . iv i. 

CntLtannam oouk i«:.p 
Pa,u*fb*ck ly.-n, 
l^dir broo k Mall 

'-yvrirnjltf Orinn. I"?fl'^ 



Hinlminn'i 

400 Fifth JbHnu« 

Pi tub arch, Pvo&ii. IStll 



Ttlk Hnbby Shup 

^fli Clint I. Avnnur ft <V 

Knnivilie, : •■ .- ; .- ■■ ¥7$Ql 



:»i. -ii. - Mkcili 
.■M.:n M. >!.,,> 'II Aril 
Daliaa. Tnaaa 



HriLukfLi, i> ..l. 



Ban HiJf H-inby £p.4p 

Ha*LU* r W*aninijii0.n ?BiCij 

FT.fIi.Trlr.Tfc Wnlann 

5 in U pin* 

StJlETl.. Wi«ri]fig(urj Still 

M t d f l lj Plata HpBby 6ncp 
!.■; &, i>lir!.-.[. iMj.ilf.-j.-.-: 
MlO I t«.r. ( fV|.«ont|n 



hold him on the Islands-ScheLdt-Amicns- 
Rouen^Seine line or portions of it. In 
North Sea the allied player can make 
at beat 1-l's. If he succeeds then you 
can hold him un the Dy ke- Am&terdam- 
Rotterdam-lslands-Schcldt line or por- 
tions of it. The northern five replace- 
ment star units are used as reinforce- 
ments in case of a North Sea invasion. 
The southern three units are used to 
hold the southeastern cities from allied 
paratroopers if i South France invasion 
occurs, 

SUGGESTED FURTHER STRATEGY: 
For the first 3-4 weeks attempt to com- 
pletely drive him off the continent if 
counter-attacks are possible and your 
units do not become dangerously ex- 
posed. Failing in tb&£. withdraw to the 
second line position. Try 1o cause 
monumental loss yet sacrifice little to 



the allied pla y c r . Wh en y 01.1 r s e c Q rid 
line becomes untenable fall back care- 
fully to the Meuse line utilising cities 
and rivers to cover your retreat. A 
buffer line may be set up consisting of 
hopelessly slow retreating units, and 
sharp, annoying counter-attacks can be 
made from behind it with strong fast 
units to allow precious escape time. 
You should have the bulk of your force 
remaining to set up a fluid wall along 
the rich defensive terrain of the eastern 
"funnel." The allied player should be 
hurt by his attrition and your replace- 
ments will begin to pour in. Maintain- 
ing this final line while causing heavy 
allied casualties you will eventually 
break his offensive and win the game. 
Comments should be addre ssed to 
Mark Rudolph, 5666 North Sunny Point 
Road, Glendalc, Wisconsin ^3^09- 
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The Infiltrator's Report 



In the New York Times, last month, 
a report on wargames disclosed that 
such play "has helped RAND scholar a 
understand the problems of defense 
decision-making more, precisely by 
simulating actual crisis situations, " 
One RAND philosopher says, "I came 
to terms with war games a long time 
ago, You can't hurt yourself by under- 
standing what war is all about." So 
now, fellows, you've got a perfect re- 
buttal when your peace-nils friends start 
b'jgging you about your fanaticism for 
wargames. 

A most completely sophisticated 
newsletter on watgaming is, curiously 
enough, the "Wargamer's Newsletter." 
Too bad it ' s published in England. How- 
ever, there are many American contri- 
butors and it is available at $4.75 per 
year from 69 Hill Lane, Southampton, 
England. If you have your uwn 4 engine 
jet, it's a great newsletter for those 
who can make the many wargame con- 
ventions that are set up in Great Britain 
as reported by this newsletter, Their 
articles run the wide gamut of midieval 
wargaming to modern day skirmishes. 
Also, rules to the play of such melees 
as the "battle of Harrisburg" can he 
found in the text. It also presents ex- 
cellent bibliographic s for the serious 
devotee of the wargame. Excellent 
value, here. 

Panierfauust newest entry into the 
wargame magazine field, reports that 
the first AH inter- service tournament 
is under way. It pits the officers and 
men of the USS Shangri-la against Chris 
Wagner's 6988th airforce squadron. 
Inside info on this, and additional news, 
can be obtained by writing: Box ISO, 
RD #2, Sayre, Penna. 18840. 

All hail the arrival of "The Storm- 
trooper, " Aggressor's own newsletter. 
Starting in June at 20£ per copy (10-12 
pages) for Aggressor members, 25£ 
for non-members, a subscription could 
put you in on the ground floor of one of 
the fastest growing battle game clubs 
in the country. Send inquiries tor John 
Rancourt, 38 Sanger Avenue, Watcr- 
ville, Maine 0490 1 . 

For another $5. 00 you can qualify 
for membership in the Intercontinental 
Kriegspiel Society - for 25 year olds 
and up. Strictly adult competition of a 
most friendly sort, By-Mail games are 
resolved hy a special "AHIKS KEY" 
system that precludes the use of Stock 
Market Results. A subscription to 
'Kommandeur" accompanies member- 
ship. Apply to Editor Hank M. Green- 
felter, 20 York, Hamilton, Ohio 45013. 

Other publications highly recom- 
mended (reviewed in Mar-Apr 67 issue) 



are Strategy fc Tactics and Kampf . S & 
T, devoted mainly to all sorts of war 
gaming, is first class all the way. To 
be "in" one simply must have at least 
one copy Df this stick magazine in the 
den. S Si T is edited and published by 
persons well versed in the art of war- 
gaming per se . You can get more info 
writing to: S (f T, Box 6%, Adelphia, 
New Jersey 07710. An inquiry sent to 
Kampf, 85 12 Fifth Avenue, Brooklyn, 
New York, willbring you information on 
the mostaccurately researched histori- 
cal data available under one cover - any- 
where. Kampf deals with historical 
battles in a more technical way - even 
to the extent of pointing out inaccura- 
cies found in so- called official historical 
accounts. No wargamer's library can 
be complete without a space relegated 
to issues of Kampf. 

A lesson in Promotion: All of you 
fanatics who have clubs and magazines 
in circulation should take a page out of 
Douglas Amis' bouk. While his publica- 
tion "The Panzer" isn't going to put 
"Time" out of business, at least he has 
developed a flair for publicizing his 
magazine. His hometown newspaper 
"The Independent" devoted a 1/4 page 
to the whole wargame bit, including 
photos and credit lines. This type of 
publicity is not difficult to get, really 
fellows. All you have to do is to write 
or call your local newspaper and most 
of them are ready and willing to lend 
an ear to unusual stories such as we 
all have to tell. In the meantime, a 
congratulatory note to Doug is liable 
to get you a subscription order form to 
"The Panzer", 4137 Silver Street, 
Pleasonton, California 94566, 

Recent subscribers take, note: ynn 
are encouraged to submit articles for 
publication, Articles that appear in 
future issues will be voted upon by our 
editorial staff to receive special year- 
end awards. Five-dollar gift certifi- 
cates are awarded on a bi-monthly 
basis for articles selected as outstand- 
ing by subscribers, themselves. Arti- 
cles should be approximately 500 to 
700 words in length. Diagrams that ac- 
company articles should be drawn in 
black ink. Acknowledgements of ac- 
ceptance Or rejections cannot be made. 

By far the most popular article ap- 
pearing in the March-April issue, as 
selected by you subscribers, was 
"Principles of War - Mass & Movement," 
by Captain Mike Frankwicz and Myron 
Brundage. Others receiving special 
readerkudos were" Sgt. Lou Zocchi's 
"Alas Realism," Richard A. Shagrin's 
"... Heartless American Win, " Donald 
Greenwood's "Buyer's Guide," Hans 
Kruger's "Operation Sea Dragon (Guadal- 
canal), " and James J. Stein's "Phyrric 
Victory. " A five-dollar gift certificate 
hasbeensent to the above authors. Con- 
gratulations. 



International Airmail postage rates 
have increased as of a few days ago. 
Since it will now cost exactly $1. 00 to 
airmail the General Overseas, all cur- 
rent overseas subscriptions will be sent 
surface mail. Requests for airmail 
service must now be accompanied by 
payment nf $1.00 extra per issue: $6.00 
per full-year subscription. 

A job opening will develop at Avalon 
Hill's Guilford Annex come September, 
at which time a full-time, 40hour week, 
warehouse-shipping clerk will be needed. 
Subscribers living in the Baltimore area 
who would be interested in light-labor- 
inventory type of work, should direct 
their inquiry to Mrs. H. Marciano, at 
the 4517 Harford Road address. High 
school graduate or better - state age 
and salary desired. 

The National Paper Box Manufactur- 
ers Association has profured AH the 

"Excellence Award" to the Guadalcanal 
Box. The citation for the box reads, 
"The role of packaging as a salesman 
On the shelf is exemplified hy the excel- 
lently conceived graphics of this durable, 
rigid box. " 

_ Thanx to S/Sgt. Louis Zocchi for the 
idea that inspired our cover story. You 
get an extra day extension on the dead- 
line, Sarge old boy. . . 

The world is coming up with new 
wars quicker than AH can design games 
on them. Just when we thought we had 
caught up - with a Vietnam thriller - 
this middle east situation erupted. To 
properly research what went on it was 
necessary to determine why Israel and 
Eg.ypt were at odds. "DidNassar really 
want war?" we asked our selves. Nasear 
had his street mobs shouting, "We want 
War. " Assuming that Arabs behave 
the same way Americans do this actually 
meant that Na ssar wanted peace. There- 
fore, it must he the Israelis who wanted 
war - they had been angry at the Arabs 
ever since Wally Moses led the Israelis 
out of Egypt and, crossing the Red Sea, 
turned left instead of right. Otherwise 
Israel would have had the middle east 
oil and it would have been the Arabs who 
were stuck with all that sand. Conse- 
quently AH is stuck with a game where- 
in both sides are the "bad guys. " 

Business Administration students at 
the University of Ankra, Turkey, are 
being taught economics with the aid of 
Avalon Hill's Management Game. We 
hope they aren't using the first version 
of the game which was $12, 000 short of 
Capital on the opening balance sheet. 
Oh well, it makes nodifference. .» that's 
what our government calls deficit fi- 
nancing. 
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TucBomane ! Slop hiding I I want Eace- 
co-faca opponents in Tjcsqg axe a,. 
Would also like |fe trade Verdict tl Tar 
another AH game. Contact Dean Min- 
kjo, ift^S AL-adimy Street, Tucson, 

Arimmi. Phone 3,'7*3<}I4. 

Acticmif! Will buy AH f&mta and Pbm 
padB (vguI pfty pc-flta;* «a include In 
price). Alan Wish Id contact and play 
AH WirgamerB in GarmichaeJ-Kacto 
area, Phillip Heatati, 471b Kenneth 
Ave, r Cirrairhafl, Calif, 4&3-5BT1. 

Ojii--iri*j-if waataiOoi a. k. j IW* or Fbm, 
Live; Blitzkrieg, Guadalcanal, Midway, 
or Bismarck. Preferably under 16. 
Fur liirr f please make arr jngcrnerils 
before. Chris Janjac, 640 mtki Ave, r 
Chula Vista. Calif. yZOlO. 

Attention fi%y-ArrM W^ry.^nifrrn f Peo- 
ple !<:■ play face-ln-lace garnen arc 
needed for thi* Bummer. £a*T Bay and 
'Ma fir need wlucli. Piaiil inula |»*)Ofile 
■wUl be contacted by- me pc t 1 onsTI y . 
Tom Hal*tn(t*i% 1901 Ray Drive, Burl- 

Liga,,^, Calif. 

Wanted: PBM opponenta in .T-prad, 
BUtx, Guad. Z take CErmic, Blua, 
either. For aale: Midway. D-D*y 'Ol 
and others. Goad condition. Send all 
challenges and offers for panics to. 
Boli Wieting, 8Zl7 BircbcreiL, Oflwn*y. 

Calif.. g £gW^_ 

PBM Opponents wanted tor flrijgc {I'll. 
he U.S.J, Blitzkrieg (either*. Guadal- 
canal (I'll be U.S. }, Tirttysburg 'fjfl (111 

lie Confeitraieh Write or aond first 
TTiavs to Steve Larson, 16140 Mdrnion 
St.. Engine., Calif. 4131b. Alt re P li*a 

answered, 

Chij-U* Hill, Field Mar. retired, 



PL.-. 



it:*,!, 



continue our Pbm game. Sorry, 1 loal 
U. K«ti Roberiion, 4Z4 W. Virginia 

A*a. , OWDJOTfj Calif, Q17*(h 

He ins; Guderiau wo hie und lat dtr 
Kammandani von Are ell If vou wi.ab, it 
be defeated by tins t\ r ■ t rate ESTgUnraaV- 
tion, contact Andy Dubraak*. 5fa25 
CorHen Place, North Hollywood. Calif, 

91607 - PQ 6-1B34. 

Opponents needed tact - ttcface. H. L. 
Blllaok. i.H9 Tic* Or, , U» Anaekc, 
CAlifb.iiia 90027. Phone fjMOB40 Off 
IcS Ee_iti_n e ar Golden State Freeway . 
For sale: D-Day, Bismarck and LcMans 
I 4'ti interested in buying the following 
K&mcB Stalingrad, AK, and Giiarigl- 
canal. Need -judv nan t r- ]'s: r BiLtakri-ca, 
Waterloo and Bulge. Contatt Dave 
Werner, 1460 H.jlidale (&. 1 Una Alloa. 

Galtf. 'J60ZJ. 

Wanted jV.Vi-.-r: out not iu-:.N;.'- MSiM^d 
wars^fnerB in w»tcrli Or. mi,*- ESauotyi 
Have a l*rgB Knulh, PatLliC wargime. 
Contact Jim Hog^ £941 Cop* dft Oro 
Drtve r Lop AUmib?*, Calif. c#H 411- 

OflSft, 

Fdt &alei DDay and Midway, boih in 
very good condition. PLy.^" inalM of/e-r 
tu Drew SniUb, 13152 Kingeport Dr.. 
Maiibu. Califc-rniai ALoo wiah w buy 

or tr.'lg far CfranceNQravjllc, 

SiA Dtefa Waiea.mcra, where tit VGU'' 
1 wauld Like to chaLleEijic any fiood war- 
jgatnera In the San Diego area. Er- 
wiclve ! add accept the challenge. SkVW 
Ikcrnura. titS$ Alexandria jJrive* Sift 
Mgag, Calif. , relephane tjj^|A|5. 
Gi«i( Crirf, iL>#»n'l aayune out there 
have a medium onsed ego 7 Nuta Lq 
b-towhirda and brsgn»rd» * I waul |rj 
pl-cy with icmtnac whrj knuwi he ' S play - 
,;■,: i 1 -.-" a gam», Lave Burnett, E75 
Sutt-er, San Ffaniriaeo, Calif. 
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in; lUuLI LiurnamtTl! rules and optligna 
EKcept nucleat capacity. l3*» armgr 
■ nUlMnp aa ii-. General, Jeff Kaac. 
1634 Manitoba Drive, Sunnyvale, Calif. 

719-746S, 

A.iy aduTl *4i^im(n ir nWldfiT, r^Lr,- 
radb? T Lave moot AH jimc», DW I'ttle 
eKparience, Would like io play in uer- 
jon and perhapi entend lu ^ll^y lay pi u me 
or lecal maU. Gail Le^ Hnnae. 443- 

*oea. , 

:>.. .,■:!' Hoi: lt of limited eatperieucr HnUltttd 
Pbm, EJijL'.i AK of Guad. tjit^r aide, 
Send choLc« at udes, e-en-'jp, firac 
move, optional rulvti dijaii-efJ tr^: ^fc^^-■ 
man Gsiojirr, 1614 Penny Bt, a. W. . 
HuniBvaie, Ala T 

4th SS Pinitr Army *nntnn;i, e>d Lhit 
Preicorian Gd.. Fanatic. fU<S. Dunk, 
>oe h Mitaige, WCA, Red LioeJ, Spar- 
tan WaxftftTnerB, V/armdsler, 3rd RatfjChi 
ant) ot hers axe all common cncftrlic» of 
Aggrefjeot 1 Join Ilia ttuiade lociay. 
Aljn Lji((r, Whalehead Road r O ■ lr i - 
ferry. Cona. 06335. 



4th .^ibetijEj CurpB thawi t-U! id cum- 
■SkTi Will acxapt challengea lo moat 
AM Pbin Kamei, Including cheea. 3end 
(Came prisfer*-n^r[B), aide and/or fitot 
move to CO. 1th Siberian Ccrp». 61 
tx.wi*5t, ■ BriflLol^ Conn. Q6010 . 

4th SS will »^«pl >l me^bera only thnac 
individuals wiLhtn driving distaocc "t 
Marl-ford A> larae club* ao, we will 
(otm pro-4th SS and far AnLi-Ajitfrr «-"t^ 
Patt* with *-ny clubo within our 'ijpbo-rf 
f>f toflusricB-. ' If you don H t want lo ally. 
fine. We then l.WtlSt fMSt r.hallen.ije. . . 
Gary Dsiauo. 114 Adelaide Bt, , Hail 

fofd t C<;nn. 

4th SS-* Splinrr id iVifl li * ii c * now coven 
New England, N. Y . . N.J, b Pedll. . . 
Wfe have accepted chaiitn^td Itnm th« 
arjove *i>it will rrihtlnue la do *c in the 
t iL.i.i until every ainirlg Clltb therein 
hao been Tieateni ! (To data, &orot 10 
hav. fallen. \ Pa«l Bak^l-ki, 4 Waddell 
Rd , War^heatei. Conn. 
Tbe i7tb Army vt Aggraaaor conilnuiai 
ita flLrinjj. of triumph*, Advangei will 
tin vpeedad in the fall. If you think you 
are food enough, write tut >he teat.,, 
HichirdShalvoy, 15 Ludlow Muor, 8*35- 

watlt. Conn. 06855. 

WaLei-loo o p p-firt s ft t * wanted [either tiide] 
hy eKpeTTCh*B i player. Tred Townaend, 
If) Bermuda R_d_ „ Wether nt^ld, Dinn 

06109. 

Ara you a puparlor wirgimiT? If not, 
forgei this ad, betauai? Iic'tc ni3t in» 
[treated iqyqu. If ao. join (be 4th Ketch, 
the beat nationwide club in eximmice. . . 
Vinc« Jvlvcuni, 7 11 Wnmiailatr Rnad ( 
WilTTunjiton, Uclaware. 



[he Fei'irtt'. ReJch ia iru-ly •u,pr*rn«- 1 We 
will ama>.h you in Atria* Koip*, Stalin - 
l- ■,-■'. '. D-Day, Biitc ancl Waterloo a« the 
AllteK. Run flan « AlUe<, Blue, and 
frenchP! Ted Harpb*Tn. .'.07 Ho*lin<J 
Fk, Blvd.. Wiliftington. Qelawara 19801;. 
UnbtfUeniirice Feb, 19&J. Out of Suclr- 
eri. Haife n-Trt PBM'rJ, fan h»ma 
Bulge PBM. Uon'l have all jimti but 
#111 play any one. Car Bering. 5103 
Palisade Lane, Wft^frhigUin. DC Play 

me it you dare, ^ 

Hitler wan an aggreaaofn TojO wit in 
*gjrenur. Wh*= *.»n th^ »a r 7 JaAQ 
$ r-ii i n-,!,rt and defeat the aggreaaor. 
Write tor Chris Foreetvr, FUl 3, 55 
Hecherhall Cda. „ Lundun, New EngUfid 

(RL win crv^rroma). 

I'd like to play bocneurie art Ji L ittie at the 
Bulfi* | I'm ihe Gtrmana), ancl D-E«y 
(don't tai*- which aide hut f like: the 
Gtrmanal. Mail to Robert Barries. 
&OK ll>, Orange Park, Florida JZ073. 

want io have a hlRh command position? 

TheTi jctta tbr In jie t iaI Piftli Reich? 
We're ainall preBentiy, lillL powerful. 

and growing rapidly. RLda a club'i 
iu [Ii h> vlctxiry and be apprec La ted. Con - 
tact der Fuehrer: Guy Paul. il*J N,W* 
Syrcle pr tJ WafrlTigton, Fla. ^7507, 
Vi^tuaii] war veteran >cik> in-p'riun 
opponenta in ail A. valor- Hill *4r[jm0i. 
I'm also Beekinjj alliances Jo the inr- 
rounding area to brm club, (mh.ni .,]-.■■ 
popenta needed. Glenn Tarac, *i£8 
W. Belmont Ave,, ChicacOj Illinola, 

6R5-I?n5. . 

A,K. Pbm I will be in 1^3 Angeled in. 
Auf, Richard L4sc».e, 2Zi2 Waeloy, 

Ewmion, in. ho: f Qi - flkq-no^. 

A^greaapr 4Lh Korpv (.VLbri i ■ K |i . 4th 
army Seeks recruit!. lUincua, Iowa, 
and Indiana men enllet now! Captain 
Robert Heed, 3724 Donna Lane, Paoi-i-i, 

llli[iDifl>l6l4._ 

Adult tori wayne e-pponcnia ^Anted for 
D-Day and BiamarcV. FAr.-r-tn-f**:t 
only. Cuntai't Mr. Patrick Barry, LUil 
HtiaB'rjn Rjad, F-ifl Wayoe. Indiana, 

Tllfe -.U'.-o-irl Ki-n.j^y Ckv-llry fiiv,^, 

bid a defeated al 1 oppiie Ltiun in the greater 
Cincinnati area. We now challenge the 
Ljr*a.T#r Leiclnoton, Kentucky area Phm 
in face>tn-face. Write £b Gregory 
Laic, Ft. Thomne. Kantm;ky ^1075. 
Worco now 1* the AuBtriHr Legion, 
i. [,■ i having, merged with the IML,. 
Need opponent Tor aea-veroion Guad, 
W* H ll itlpply pbm p*da. Nelupn Came- 
run, 2416 Highland, Shreveport, La. 

7 1 1 04. 

Aitntol AgrirdHSor marches into the 
wirpmer'i hrartleLidl We Attaol 
Maryland (and Uel a wafoJ1 lo dtfend 
Maryland against Aggressor domination, 
wtit-T Btin'i Mhh v . lb William, Port. 
land, He. , tWofATi Augua t 1 Q + Tbe 
Circle Trigon banner wjv»( ov^r 4517 
Harford Rvd'l I 



Pleaee place fof mc the following "op- 
ponent wanted 4 ' ad: Qwner of BlitKltrtug 
Jie.ii re « opponent fur 'Hi p o r utber Ava* 
loo-HUl gamca. eontaet: Mr. Stephen 
$ouak, 4706 Kotlywe-od B.S, , Coll*(e 
Park. Marylan d (^01) 9^-^71. 

Wargsmere. Join A Club with.* rating 
iyStelh and* rnapjaiine. Join the 1FW 
(ri->rmeTly UfiCAC). Fcr the mature 
hobbyist. Mar it SaflOrd, &£ Hill aide 
Or , Eaat Lonj^meadow, Mm. Will 

Irad*. T*ctiis tl tir PiiJ* rial rftnal I ■ 

The WCA give* you the experience you 
nted. No ;eata, no duel. We need 
m+rnbers from the Southern U, S, 5rnd 
application to David M. Ayara. eU Donna 

rHjBd, Wflcttnarai. Maao, &^t Y 4, 

L00V alivfli High Cormmand Poaia in 
the WCA available: 1 Get inert the ground 
floor of our new organisation, We will 
aecapt mtmbera Irom anywhere. Tur 
further i.nlrir<nJkticin write: Michael 
Nicholson. SI Urove Road, Naliclc, 

Mats, [)I16L 

Are Lhi^Tc ^ ny war-gamir.g M's'' U no, 
tflft'i g^l in tyn-h. Also, Michigan la 
ptoclilttied B /roe Jtate, not i-ubject to 
the rule of any outeidc group. Ra-ndy 
Bytw*rk[Mj. 10J4 Bajb*r T*. . Orand 

Rapids, Mlchicjan 49504, 

Warmaater dcclarea itaell agaiott Ag- 
greeeor^ [I'm Dorry, Victor, taut it 
ITtUlt L>e done. I'll offer you asylum if 
and when yftu need it). Field MarahaJ 
Gary Cbarbonneau. 34 GibBcia Road, 

Silver Bay, Minn. 55614. 

Jmfh WarfnahtK^ In ita- rueteoric riae to 
w^rld domtnatii>n. Prospective recruits 
join our Ragular Army t.cy later fur the 
iTTiLirrial Guard. Write: Brigadier 
Richard Kencley. i'i £vana Circle. 
Silver Bay, Minn. £5614 r or call 118- 

116^4977. 

1- you consider |/our&elf a competeni 
Wltgimtr and wzn.s to Jnin an ffKCellani 
PHM t*Em-1m-l*Sm nrBanitatlan wetie- 
WilIiA.ni 1. Senn. BflM 73. Herculaneum. 

MMirsourt B3D^H. 

Hii'* watehed confusion tn ads long 
enough; pleAae, all eluba, iar^e and 
small, mail rv,i> t l « s. ^ .ri ^Qntrollad. 
claimed, and disputed. 9lJten 4 rillea, 
areas,. Will publith rttulta. I'm 
Go&por. ^11 fa't, Charles Avenue, Bt, 
Criarlep, fctjjiuurj b3,i!0l. 

R*d Liofii Irneed of new membera fr»m 
the follcwing atatee Ohio, Kentacky, 
Indiana. Illinois. Wisconsin, Minn, Mo., 
Iowa, Kansas, Colorado, Net,. Contact 
ftrJd Bolea. I 4 1 4 Andr ew Dr .. St. Louia, 
Mo, falU, Also will play 5-grad [(]R~ 

I waiir PBM frje-a in £u.l^e And D-D«y. 
I will take either aide. Jack Qatson. 
lSiO £«e4ftd Avenua. scottioluff, Ne-b. 

i.<M-i.\ . 

Tht WCA want u you. No tcata. no duaa. 
tan came frofn anywhere. ConUct WCA 
Field Marshall Bernards J. F.jjL.e i^edn 
P O, Poll H. 0*tt>tti r N.H. Ui777 J 

1 will be in the AlE-iiqucrqu£i N. 1,1. «-rea 
during August. Addroea enltatmenie 
iwi PBM correaponden.ee to: 490° 
Ac tee.. Albuquerque . HI 1 1 0. I'll partic- 
ularly take jice-to-face. Denver; 3-7 
August, Sflhji Steele. Gary Cla rbonneiu. 
Cull- Warn-.aaler. 

Enemies ^nd victimc of Aggrejoor. 
Her* !• yjur thanuc to B e( even. Tb« 
Red I.iona are En a life frnddcath atrug- 
gle »ith Aggressor. Those interested, 
pleaae conlarrt Carl Johrmon, B7 Carrn. 
bra.Pt Ave. , Elo omlteld. N.J 070Q3. 

Wjanted: EKperlflnaed player b in all AH 
wtrgiTTWi fi>r In person, [day flfjly; roj- 
lege iludentuprclcfrdti. Contact Litorgc 
htcks, zli::jHillCTaeiAv6, H F*nn tauXe n. 

N. J. flfll li t jihoiir i i-fi I ■ Ofl Fa-fa . 

Opponents wanted lor Waterloo (either 
atdel PBM, Alao anything in person. 
South Shore Vietmihn boa et s a perfect 
racoid in bead Gta c:onte-at>. Try US and 
find out why, WritS; ft oJ t r 1 Lii j Pli.".--. 

Cedarhurst, MY, 1 1Mb. 
The Arm^ of the lludaon ia now reeruit- 
ing new talent! Anyone living in the 
Meiropoliran area can enliai. No dues 
rtr ohligAtiftrid | Write ler Jrtrtathan Feld- 
man, 75 Yftoi i75th Qt r . bronx, ISL T. 

]Q451. Telephone_Z?^crJi4j_ 

Ri^jHirr r Ciar-nada ' ' ■ Your ^a^ior a the 

l J ractOn,-.rr-, . . r- V~l ' .■ . n ■■:•■- '■ ■■■•■:■■ ■ ■■ 

the glorious llberaliun of CSntario Jrurn 
the iiitlrless and bloodtbir -Ty hand* of 
Agbjrevaorl Co you oppose us'; Mark 
Riaeaberii;, Hit irLinft* Poj^r Rmd, £i*c 
HaiTipttm, New York 



Opponenta wanted faca-cc-face combat. 
Play any Art K *nt<r. any aide, GnntACI 
Michel Zaleaki, Zl Pellcalra DrLv*. 

Huntington, New York, LonR Inland 

117*3 or call HA U119V 

R*d Liorta - remember that name. Qur 
club is getting great. Join for glory) 
I'm VI and want opponents m. mail luMwr 
and I'll specify games and aide*, (Ma- 
jor Gentrilt Joel Klein, 170-14 IJtta 
Avimit, Jamaica, rtcw York 11434. 
Pt-L-ifjId and olhera: Lf vcu want U be 
reiOogfHied tor your wirgamifif abilities 
joit! tha International Fcdo ration of War - 
gaming previously tn-owti us lincic. If 
bo write: Richard Nelson, SS Jefferson 

Ave. , Mlneola, New York N50I. 

Wjrjjinnt. ^.In: de ■ T«t*nVr,pf «K 
rolle on. Join now, Write. Dana 
Lombarg, 95* Kittiwake Lano, Club 
ViPta, Cal^f. 9 sflll. New Vetera join 
the fifliting fourtu KricBgruppe, Write 
Carleton Loci, 5 Minolta St* , Waw York, 
Hew York IQfUZtfi- SP7-fl2l3^ 



Attention I The legion* of the l"'r .v,; t,>r - 
ian Guard ire Currently eftgagad In a 

1 4 Carrie S* r ir:* ag,aillnl AA E jjl ua a 
similar number -ivaiT. jl Lr *■>* r en title Bl 
Fight or joih no<ju bsfor* you are an- 
nevedl Croup leader Francis D H PhiU 
lipa II, 1000 Oakland Ave., Monroe, 

H.Y, LQ9SQ, 

AchturiLj., Achtung - to all ^ehelv, in- 
au;-fientj, guerillas and agyrcssore. 
Mew York State has been aubju£ated by 
the 4JS. Lay down your arma, reBist- 
ancn ia fniile- 1/ yon wish Li maim yrtu 
have until July itl to reply to Brigade- 
fuhrer Joserrh Pollack, Co 1QV Corpa 
4SS Army of On -ujjatiofi HQ, 10 Wil- 
ffhirc Drive. North Babylon, pJew York 

lt7P3. 

firrmin OKW puiat-.L for timhtt. St- 
Urad. Httlgs, Stat* conditions uf rules 
preferred. Every inquiry will be an- 
awrred. Anybody |jam«f Mr. D. 
Cordea, biQ Anderaon HID. ltd.. Port 
C^^r, M. Y, U-S7l-_ 

A. I I r-ll |-.l.h>. rf^H'lll "0-wl- Y^rk.T-, ' Wi.llLl,l 

like to play face-tc-face with an/one in 
th & lonawa ada - B uflaio area. Taairri J 

are preferred. Please contact Mike 
Jefiaen, 12 Deton Street, Tonawanda, 
New Yofk_t4150 N^ 3-5-407, 
Wanted; Chancellor svllle, FooLbaLI 
Strategy, and ISab is sues of the Gener- 
al. Ai&o pbm opponenlrj [or Aft (1 pre- 
fer AHtns, but will play either). Con. 
tact me after Augu*1 1 -IfuOdom, 1*^1 
Park H,d. , Charlotte, N. C. 1\L1V 1 }, 

r.iti-t.ik'ii terrace parkera of OUiv. Thm 
13th olier*ugriff truj^jf, fejrf Ohio lfl abOUC 
to be formed. Rally to your banner, 
All those from Marlmom and Milfurd, 
trar Wrile C.K, Bur km an. Tit My*. 

tie, 'terrailc Park, OblQ. __^^ 

Wanted two OpponontB In Bliti -one rei] 
nne blue, all optional fmlca. except 
weather. Write Ron Campbell, Bok il?. 

Hugo. Okla- T4T4i T 

Bright new rer. riiile arc ivanled fnr Im- 
perial MaiftmuB L-Cjion, Must be tal- 
fiued and asp* rleucad, W« desire only 

the fine si "judlHy. Wrlle for out teal. 

IML-HQ* £7ii 5. Irvington Avenue, 

Tui&a. Qiaa, Tail* t£ ^,-t>7ga ; 

Achtun^l Trihr SS Parmer troiq.ern 
r.-,TTjjrj And a kirbegagr upper. Get our 
nawaletter Der ArmvageK Join dtr 
Toter.kopf SS1 AgijressiiLiir Humeland 
will iimn be a new ring round WLtl- 
mannB iftHmm, Pat OppaU Krof, , 620 
J^ff B r.or Jr Klamath Fail a. Oregon. 

I am -,,-.•■ for a pbm. opponent in 
bae-tc Guad. Will play either side, la- 
experienced Ln pbm. Call <?45-5fit>2 or 
write Lester Hftien, UDdi, Faciory- 

villgi Fenna t ^_^^^^_ 

Pcnniylvaniana join rhe club that can 
beet defend Pennsylvania again it the 
4th Hi invaders. Join Spectre, Write 
Michael Barnhart, 121 Penn, Hanover, 

Pemia. 17331, 

Attention, wargamcra. Ji yov want to 
jcrtr- a mature club - join the Interna- 
tional FVdfrralU.n .jf Wai-g*..an fi . We 
otiil don 1 1 Itgbt "wars". Write William 
Speeej 103 Spring Rd. , Malvern, Pa, 
I^^SS. r 

II you thiuli that you're Napolcan go see 
a psychologist ar else aend m« your 
■el -lip for your French Army in a Pbin. 

game of Waterloo. Write John Goatea. 
35 l Tenrita Avenue, Notch Hilla, P&nna. 

1-JQ3H. 

j^alernol ! Avalcti Hill didn't malcc It Bo 
we did. Italian, Sicilian campaign game 
we havf made. Jim Sorely the art man 
- I was research man. Comments etc. 



Mike Oiwrraty*r, 5*2 Hilaire Rd r 5t. 
Djivida. Feona. 19QB7. 
T^red of finiDhing the General in one 
d*g and then waiting £ months to get the 
neat iabiIe? Then eubacribc lo Panser- 
fatiuat, Pinirtiiauusc is another ver- 
ttOfioi thr- Ceneral that ladle. W tlt*i 
E t j j. 2 60, V.Dtlt, f.ayrc. Pa- laiHU. 
Opponent a wan ted for phrD Bulj^e, Cuad. , 
AK, D-Day 'hi, SUltngrad. Yo" p.ck 
■Ma and rulea. All Letters answered. 
Also would like to buy ChancellorivilU. 
Contact DeanSsAley, 2LyW. Poplar St,, 

Ji.hnac.c. City, Tenri. yj^9i-_ 

D-Day 'h^ 4 AK, All letterB answered, 
D-Day T take allien, 4 air alldiks. 1 
will he behind rhifie in ^fJ turrtB. AK 
opener. dl-S-N 19. H *1S -U, 21-104- 
K-li EtJlojina W.3 F Arlele H-l, Trenta 
J-3, Saveoa L-fc. Pawia L-b h Brescia 
H-Il, Supp L-li, Rom, I-H>i 30t>1 

Map, *3j_Houjbmju, Tea. as 77Q31. 

Teitanal A firsl in maigaming. U»CaC 3 B 
unique Naval Club the Texaa Navy. 
Join nowi ci>romand poats available. 
Contact: Chief of riavat Operationa, 
Trias KWf, Adm. Jack Chlkinj. 7116 
HaT-tland, HauBtcn, Teitaa 77045, 
Agltraanor Armirn offer grrit benefits 
lo all nprivibeTB the real Bulge unite, 
the rflal Stalingrad pamef corps and 
air counters, and Jwo. To join in cen- 
iral US, write Bruce Sullivan. ^41^ 
Seabearj, Midland, Twm 7^701. 
Wmt 3ccipu7 EjccitemeTit^ Cliff-han^- 
lirig Aovrniure? Find them all by mad! 
Write Borderers, IttlhS. College. Ty- 
ler, Texas 7S7QL We will destroy all 
cornrf* in any All Land Warfare Game 
(20th Century only,] 1 hem aB diea Is 

the lucky ones I 

Simultaneous -moveiTn-nl ■■■llLi.i - player 
game of Bulge now organising. Ten 
German, five American comrnaud* art 
open. No fee. Write: U.n aine Brcgna 
94Z FJ. IDbO Nor-lh, U B fl en. Utah s44D4. 
Inexperienced General desires German 
Foe» in ^Liil irinr j.I Pbm. Attention 
notth^i-fi Virginia join the Royal Society 
of Gamester*, a faat growing D. C. area 
club. Write Bill tUkatT. U§4 CHW- 
wAy QU - d., F..Ub Church. Vfl. i.i.iiM, 
Moving to NewpurtWewB middle etf July, 
Need fate-10-f ace opponents, 1 own 14 
AH gAfnea ;ilu.a other waCAamcD, Am 
A^grcooor member, Mike Tarp l *^> 
7Q? prefldrn Dr., »cwpon News, V<. 
fVtUV4 average jiifiei-al (a.je li) re qui re 4 
opponents, I prefer Axis, I am alio 

doaignera. Contact Joe Mott, P.O. 
Eqk Z*i>, OB-ktou, Va, J1U4 - Te)*- 

fcjggB Tifte,-74M, 

Achtung! What's happened to API play- 
ers in Richmond: area? Challenge any 
and au opponents . B'u ge , Wats r loo, 
D-Day. S'Grad, BIHe. AK. 5i£ht pre- 
ferred. Call i59-18o3 of ivrite Frank 
Lewia, 1 203 Confederate Avenue, 
Richmond, Va. JJJ^7. 
F'far bale: Tactics 11 {uBtdL Goes to 
the higheal bidder. Write soon In: Bill 
Sloan, 211 &0th Street, Virginia. Heach, 
Virjinia U451, 

fToth Troja'n Horse Brigade <i.ould I L I r- 
a fat :.«-> to. Face ripprment in n»nay. A, K, , 
Stalin, Guadal, Waterloo, Midway, and 
Bismarck, Alro have Pbm En Bulge. 
Call Ztf\-i,i,h7 M writ B Rmcm-h N*-Isl., IL . 

I'M '.- ■','■ Ar.iiLlor^f.: \\ ■l-'-'-A. r.^V.^y. 

The . \>\ Army War Lordn qJ Aggrei- 



lii 



fej 



VI. I! 



-,,r 



opponenu in the Pactfie Norttiweat. We 
play all AH plui Diplomacy and variant!, 
Terr info rrintart: ftmiglaa Qi*y* l-rrtl m, 
i'Ji-l S. W. Southern. Seattle. Wash. 
"81 Ifi. Phone: WE l^iJii, 
Where are all the Wi«cur>aifi war game r i 
hiding '-' Jam the fllet Army of Wiacon- 
flbt. $pectr«. Contact- Charlea Lltka, 
blU Briarclifl Ci ,, Qreendale. Wise. 
Sil£ H J. tficfiiies c-l AgtfeBBor, join the 
C i-u",ide. 

P-eganllew^ oi oiher ':lub aifi iiatione the 
IfW lb the Arganiention Jeff ye.u. War- 
gamers of all agea are welcome. You 
r ah bt a» a..«itnr .ft iJesi rerj. Write: 
Gary Gygax, J3Q Center Street, Lake 
Gflnsva, W.iflC.O&ajn 5J147. 

D-Dny 'til, yuu Ul.r alLics. 1* ^nyLiue 
in Mtlwacikee available for gaming faCe- 
!0-f*C«7 Call/write John Mtchalskl, 
11 18 3. 35th St. , Milwaukee, Wisconsin 
?3^15 after aia. call O45-073I ■ Age 20 . 
Twine uaed &amc of Slitakrieg and 
Ouad^Uamal. Came ami play-by-mail 
kit $h. 00 ,.■!■!.. pciaiiage. Jamea ',. Wan* 
ville, B31 High Street, nib L&ke ( Win- 
conaln 54470, 



